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Kid Icarus: Uprising has a unique control scheme. You play using the Circle Pad, CD, and your stylus on 
the Touch Screen—that’s it! As simple as this sounds, the controls take some time to get used to. You 
have multiple offensive and defensive options available at any given time. Being able to consistently 
execute the moves you want while under pressure will require practice, particularly in multiplayer. This 
is a game that greatly rewards precision play. 

- 


This section is written based on the default control settings. If you're not satisfied 
with the defaults, go into the Options menu, and tap on the Controls button. There you will 
find three more menus: Control Configuration, Reticle/Camera, and More Controls. Here you 
can adjust every aspect of the controls to your liking, from Touch Screen sensitivity to whether 
or not use the Touch Screen for aiming. You're even able to quickly try out ail of your control 
changes within these menus. Remember that in addition to practicing, simply being comfortable 
with the controls can also improve your performance. 
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HOW TO PLAV 




Basic Controls 




Moving 


Dodge (Land Battle) 


Use the Circle Pad to 
move Pit around the 
screen. Simply hold a 
direction and Pit will 
head in that direction. 

During Air Battles, not 
shooting for a period 
of time places Pit in 
a glide, which allows 
you to move faster and 
dodge enemy shots easier. 

Standard movement is actually quite valuable on the ground, where you also 
have the option to dash. Walking, while slower than dashing, offers you the 
most control over your character. For the single-player campaign, there are a 
number of sections that require precise movements through precarious ter¬ 
rain, and during multiplayer this can help you get to good sniping positions. 
You can shoot use continuous fire attacks from your weapons while walking, 
which is a good way to finish off a downed opponent who is low on health. 

Walking has the distinct advantage of not costing any stamina to use. Com¬ 
bined with weapon abilities that increase your standard movement speed, 
you can use a fast walking speed to get around a map quickly while you 
conserve stamina for crucial dodging and dash shots. 



Dash 


Quickly flick the Circle 
Pad to have your char¬ 
acter make a dash in 
the direction pressed. 

Dashing is faster than 
walking, but there are 
two major issues to be 
aware of while dashing: 

You lose the precision 
that walking has, and 
you have limited stamina to dash with. Running out of stamina in single¬ 
player is bad enough, as you’re vulnerable to the enemy while Pit catches 
his breath. In multiplayer, running out of stamina is almost certainly fatal 
against a human opponent. 

One of the primary uses of dashing is to get from point A to point B as 
quickly as possible, but it’s not the safest way to travel. As both dashing 
and dodging consume stamina, we suggest that once battle begins, you try 
to save your stamina for dodging the enemy. 

The other major function of dashing is that it acts as a modifier to your 
ranged attacks during Land Battle. Every weapon has a unique set of ranged 
attacks with many different properties, and the direction you dash in before 
firing off a ranged attack can actually determine what attacks come out. 
Dashing toward an opponent, dashing away from an opponent (toward the 
camera), or dashing to the side all change what ranged attack is used, and 
this also works in conjunction with your weapon’s charged state. 



Quickly flick the Circle 
Pad just before getting 
hit by an enemy attack 
to make Pit dodge out 
of the way unharmed. 
Dodging on the ground 
consumes stamina 
and it can’t be done 
indefinitely. 


It’s extremely important to master dodging in single- and multiplayer. Tim¬ 
ing a dodge to take you around a powerful attack can be the set up to a 
counterattack, or simply a way to escape from a determined enemy. During 
a dodge, your character experiences temporary invulnerability, allowing you 
to dodge through almost any attack if your timing is good. This is absolutely 
essential when trying to evade certain attacks. The direction you choose to 
dodge matters! For example, if an enemy fires a long-ranged laser beam, 
dodging into the laser stream will only get you hit. However, dodging to the 
side can allow you pass through the beam unharmed. 

Dodging isn’t strictly a defensive option. A well-timed dodge while rushing 
at an enemy who is sniping at you can be just enough to throw off their aim 
and give you the opening you need to punish them. 

iTT-l -—- 

A devious little tactic to use on less experienced players is to bait 
them into dodging repeatedly by firing continuous fire at them. If they 
are already low on stamina, you can potentially force them into 
the recovery state, leaving them open for a big charged shot or 
melee combo. 




Dodge (Air Battle) 



If you quickly press left 
to right on the Circle 
Pad, or vice versa, you 
can do a quick dodge in 
midair to avoid enemy 
fire. Dodging during an 
Air Battle is not easy, 
but the temporary invin¬ 
cibility will allow you to 
cruise through attacks 
unharmed. Combined with gliding, you can knife through the skies with ease. 


ISM'Jli -- 

All movement speed is modified by the properties of your 
chosen weapon. Each weapon class has its own natural speed 
modifier, and bonus properties within each weapon can further 
affect your movement speed. 
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Aiming 


Dash-Around (Land Battle) 


Keep your aiming reticle 
on an enemy and quick¬ 
ly flick the Circle Pad to 
dash around the enemy. 
This is the perfect way 
to get behind enemies 
that are impervious to 
attacks from the front. 


You can aim at Pit’s 
enemies by sliding the 
stylus along the Touch 
Screen. Keep an eye on 
the green reticle that 
appears on the upper 
screen. That’s where 
your attacks will go. 




Dash-around acts as a dose-range dodge against melee attacks. For ag¬ 
gressive players using weapons like claws and blades, the dash-around can 
allow you to maintain pressure on an opponent who is mounting a skilled 
defense. It can also be a way to turn a situation around on your attacker 
and go back on the offensive. As with dodging, the dash-around consumes 
stamina, so make sure not to use this excessively. 


Your reticle tells you what sort of attack you are about to use. It indicates 
whether you have a charged shot available, and even tells you if you’re in 
melee range of a target. If it turns yellow, it means that you’ve picked up a 
throwing item that is ready to use. Pay attention to the state of the targeting 
reticle, so that you are not surprised by your own actions in battle! 





If you fail the quick recovery, you’ll be vulnerable on the ground for a short 
period of time, but you’re still not completely helpless. You can do a rolling 
recovery from your prone position by tapping the Cl) and flicking the Circle 
Pad in the direction you want to go. This also gives you a brief window of 
invincibility. 


Recovery 


Whenever you suffer a 
powerful enough attack, 
you can be sent flying. 
You’re not entirely 
helpless during these 
moments. The moment 
you hit the ground, if 
you press CD, you will 
execute a quick recov¬ 
ery. This is an important 
technique that grants 
you a brief period of 
invincibility, and also 
gets you get back on 
your feet, giving you 
a chance to either get 
out of harm’s way, or to 
mount a counterattack. 


Changing Direction 


During a Land Battle you 
have full control over 
the camera. To turn the 
camera, drag the stylus 
over the Touch Screen. 

If you flick the stylus on 
the Touch Screen, it will 
turn the camera faster! 
This can be a big help 
on the harder Intensi¬ 
ties. If you find the camera is turning too much for your liking, you can 
simply tap the Touch Screen again after you flick it to stop it completely. 

During multiplayer, the ability to quickly scan your environment is one of the 
most important skills to have. This is a fast-paced game, and knowing where 
the enemy is requires you to master changing the camera with ease. 


CHET 


A big part of changing your direction relies on your sensitiv¬ 
ity settings in the Options menus. Test out various settings to 
see what works best for you! 
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HOW TO PLAV 


Attaching 


Dash Attacks 


Attacking in Kid Icarus: 
Uprising is primarily 
handled with CD. This 
works for both your me¬ 
lee and ranged attacks. 

Continuous Fire: The 
basic ranged attack of 
most weapons in the 
game, the continuous 
fire is used to maintain a stream of damage on an enemy. In multiplayer, a 
barrage of continuous fire can force players to dodge or sprint out of your 
line of fire. If they’re in a low health/low stamina situation, continuous fire 
can finish them off before they have a chance to react. 

irenn - 

The club weapon type has no ranged continuous fire during 
Land Battles. Instead, these weapons have a series of quick 
swings that act both as a melee attack as well as a means to reflect 
incoming shots. For the other weapon types, continuous fire has 
unique properties for each individual weapon. 

Charged Shots: When you have not fired your weapon for a short time, your 
reticle changes to reflect that you have a charged shot available. This is far 
more powerful than any individual continuous fire, and it’s a great way to 
open or finish any encounter with an enemy. 

g7H> -——— 

As with continuous fire, charged shots vary between each 
individual weapon within a given type. Experiment in the 
Practice Range to see the full arsenal of your weapon. 


Melee Combat: When you get close enough to a target, and your reticle is 
lined up, it will change to reflect that you are aiming a melee strike at that 
enemy. Each weapon type has its own unique melee combination with its 
own special properties. 

In multiplayer, it would be unwise to think of melee combat as a last resort 
to a bad situation. If anything, melee combat is just another way to create 
bad situations for other players. All melee combos end with a strike that 
sends your victim flying away from you. Use this to send your enemies into 
bottomless pits, lava flows, or even into ranged attacks set up by other 
players on your team. 





Dashing while attacking 
can yield many different 
results. You can dash 
forward, sideways and 
even backward while 
attacking. Each direction 
you dash and attack in 
results in a completely 
different attack. There 
are two distinct dashing 
ranged attacks: continuous fire and charged shot. These are affected by the 
direction you choose to dash in before firing. 

Continuous Fire Dash Shot: Except for club weapons, every weapon has some 
form of dashing continuous fire. Each weapon type has special properties for 
this attack. Some weapons fire shots that home in better on targets than oth¬ 
ers. Other weapons may fire more shots while dashing forward. 

Charged Dash Shot: These attacks are among the most damaging ranged 
abilities at your disposal and have a wide variety of special properties. 

Some weapons gain enhanced elemental damage properties during a 
forward dash. Other charged dash shots may act as a powerful area-of-effect 
attack. 

For melee combat, there is only the forward dash attack. The range and ef¬ 
fectiveness of the forward dash melee attack varies between weapon types. 
However, it is possible to use this attack outside of its normal range. While 
dashing at an opponent, flick the Circle Pad in the opposite direction and 
press the L button. Be aware that you must wait a few moments before you 
can perform this attack again outside of melee range. 

--- 

All attacks of any kind can be enhanced by special weapon 
bonuses. 


IW'j'irai -- 

Whenever you acquire a new weapon, be sure to test it out 
in the Practice Range to see what your dash attacks are. You 
then plan your combat tactics around these attacks. 





Switching and Using Powers (Land Battle) 

As you progress through Kid Icarus: Uprising, you’ll acquire new 
powers for Pit. After your powers are equipped, you can select 
them by sliding the stylus across the Power Palette on the Touch 
Screen, or by pressing 4J 3 or <>. To use the power, simply tap the icon on 
the Touch Screen, or press ^. 



Special Attach (Air Battle) 


Finding yourself overwhelmed in an Air Battle? Use the 
Special Attack! Tap one of the two blue circles in the lower 
left corner of the Touch Screen or press . This will clear 
the screen of enemies (or severely weaken them on higher difficulties) and 
allow you to catch your breath. 



Don’t hold back on using the Special Attack. Each of the Special 
Attack circles will recharge with time throughout the Air Battle. 
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After you start your game file, you’re greeted with seven buttons on the Touch Screen, representing 
the different available game modes. 


The entire single-player story of Kid Icarus: Uprising can be experienced in this mode. Tapping on this button presents another 
group of options. 

• Move Out!—This button takes you to the Chapter Select menu for the main story line. Progression is simple: Complete one 
chapter, move on to the next. When you begin a chapter, you are taken to the Fiend’s Cauldron. It is here that you can spend 
hearts you’ve earned while playing the game to increase the Intensity of the chapter. The higher the Intensity, the greater 
the challenge. The value of your treasures you find and the hearts you earn in battle also increases with the Intensity level. 
Standard Intensity is level 2, the hardest is level 9. 

• Treasure Hunt—You earn rewards from the Treasure Hunts by completing certain criteria in single-player and multiplayer. Some 
rewards will unlock just by beating levels, others are used to fuse a certain weapon. Three Treasure Hunts appear as you play: 
Palutena’s Treasure Hunt is available immediately, with two more Treasure Hunts unlocking over the course of the game. 

• Practice Range—Curious about how a particular weapons handles but worried about going into a level with it? Try it out at the 
Practice Range first! This is the perfect place to see how much damage a weapon can do, and how its charged shots work. 

• Arms Altar—In this menu, you have three major options: Redeem Hearts, Fuse Weapons, and Convert To Hearts. The 
Redeem Hearts button takes you to a shop where you can use your hearts to buy a random selection of weapons from Lady 
Palutena. The Fuse Weapons button takes you into the weapon fusion system. Convert To Hearts allows you to take old 
weapons that you have no use for and convert them to hearts. 

• Idol Toss—In this mode, you must carefully pick up an egg by using the stylus on the Touch Screen and place it into the 
golden dish. Be careful not to drop the egg; if you do it can break! Once you’ve placed your eggs in the golden dish, use 
the stylus to pull down the dish on the Touch Screen to launch the egg and reveal an item. You can practice this before 
placing any eggs in the dish to get a feel for how it works. In the upper left-hand corner of the Touch Screen you’ll notice 
that you have a certain percent chance to receive a new idol when you place an egg in the dish. This percentage can change 
based on the color of the egg and the number of eggs used. You’ll acquire more eggs over time as you play and can also 
spend your Play Coins to get extra eggs. 

• Gear—This menu allows you to switch out your weapon and your Powers. You can have up to four sets of premade Powers, 
or you can use the Autofill Powers button to have a random selection provided to you. 
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FEATURES 
& MODES 


Tbgether 


This button leads to the multiplayer content of the game. There are two 
connection types available: Far Away and Nearby. Far Away allows you to 
play with other gamers from around the world, while Nearby restricts you to 
other Nintendo 3DS owners close to you. There are two multiplayer game 
types: Free-for-AII and Light vs. Dark. Competing in multiplayer matches 
against other players or against the CPU can earn you hearts and special 
weapons. 


The Gear button here works differently than it does in the Solo mode. Here, 
you can create up to 16 weapon/Power sets, allowing you to quickly switch 
between your favorite weapons and Powers between multiplayer matches. 



Kid Icarus: Uprising has a StreetPass feature that allows you to trade your 
weapons to other players in gem form. There are three options in this menu: 
Create Gem, Fuse Gems, and View Gems. 


Create Gem lets you sift through your catalogue of weapons and choose one 
to make into a Weapon Gem. You don’t lose the original weapon to do this, 
so feel free to switch your Weapon Gem frequently to trade among friends 
via StreetPass. 

Fuse Gems works similarly to Fuse Weapons in the Solo mode Arms Altar, 
except that it costs you hearts to complete the fusion. 

View Gems shows your entire inventory of Weapon Gems received via 
StreetPass. You can choose to convert a gem to an actual weapon, costing 
you hearts. You can also choose to convert a gem into hearts. New Weapon 
Gems can be received by tapping on the bag icon in this menu. 


Options 




The Options menu allows you to change three groups of settings. 


• Controls—The most important of the options menus. In the Control 
Configurations tab, you can choose how you move Pit, how you move 
the target reticle, and then you can map functions to the face buttons 
and +Control Pad on the Nintendo 3DS. In the Reticle/Camera tab you 
can adjust the aiming and camera sensitivity for Air Battles and Land 
Battles. The More Controls tab allows you to activate or deactivate 
the Guide Arrow, Shot Homing, Aim Assist, and Autofire modes. In all 
of these modes, you can try your new control configuration before 
you finalize it. 

• Volume—Adjust the sound settings for the music, sound effects, and 
voices. 


• Other— You can make adjustments to your Profile, turn on or off the 

in-game subtitles, or change your SpotPass settings. 



Selecting the camera icon on the main menu that says “AR” on it allows you 
to scan in your AR Cards that you received with your copy of the game and 
with this guide! Lay the cards on a flat, well-lit surface and point your cam¬ 
era at the AR Card to have the character pop out! This will give you an entry 
in your Idols section in the Vault if you don’t already have it. It will also 
put a gold camera icon next to the entry, letting you know which Idols you 
scanned in through AR Cards. You can also have two AR Cards battle! Do this 
by placing two AR Cards on a fiat surface with the arrows on the AR Cards 
pointing toward each other. A stats table will appear on the Touch Screen for 
each AR Card and you’ll see a prompt at the bottom that says “Battle.” Tap 
this with the stylus to have your AR Cards duke it out! 



The Vault is where you will find most of the extras in Kid Icarus: Uprising. 


• Idols—Idols are obtained by completing certain tasks in Treasure 
Hunt, using the Idol Transformation power, the Idol toss, or scanning 
AR cards. 

• Music Gallery—The Music Gallery is where you can listen to the 
music you have unlocked in the game. 

• Power Portrait—Powers you collect during the single- and multi¬ 
player modes can unlock an image. 

• Offering to the Goddess—You can offer up hearts to the goddess to 
bring her closer in spirit to you. Just like it says when you first open 
it, there is no reward for spending hearts in this mode! Consider it a 
measurement of your power level to be able and willing to spend so 
many hearts on the goddess. 

• Records—Go into this mode to see all of your stats for the game, it 
records quite a bit of information! 

You also have access to the AR mode and the Idol Toss mode. 



This mode has a variety of short movies showing you the basics of the 
game. If you’ve got the time to spare, this is a good resource for newer 
players. 
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Throughout his quest, Pit faces an impressive menagerie of foes hailing from five different factions. How difficult they are to defeat is tied directly to the 
Intensity level at which you choose to play. Intensity levels do not just affect enemy health totals. They also affect how much damage enemy attacks do 
to you, the speed of the attacks, and the frequency of attacks. Many enemies have abilities that they do not use as frequently on lower Intensities, but at 
higher levels these rare attacks become a regular part of their offense. Intensity levels also apply to bosses and their total arsenal. 

The following chart shows every basic enemy in the game, as well as their descriptions from the in-game Idols menu. Bosses are not listed here, they are 


















Enemies 


II Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health 1 

(air) 

MONOEYE 

0 

A Monoeye is a surveillance drone in the Underworld Army. Though it is 
capable of draining life from its target with its tentacles, a lowly Monoeye will 
never do so on prey like Pit. He’s just too divine to touch! 

14 

72 

19 

106 

WAVE ANGLER 

lie 

This floating Underworld foe fires huge wave shots. Normally the Wave Angler 
floats and shoots from side to side, but tired of having its horizontal attacks 
dodged, it has recently added a vertical shot to its routine. 

38 

220 

98 

353 

OCTOS 


An Octos is a flying relative of the octopus, a water-based animal you may 
have seen in monster movies. It sprays ring-shaped jets of ink from its mouth 
that looks fun to fly through but will hurt you if touched. 

12 

63 

19 

106 

KERON 

¥ 

This winged, one-eyed frog uses its wings to make up for the fact it can’t jump 
that well. Despite its laziness, Keron’s surprisingly nimble spin attack and 
large, durable body make it a formidable foe. 

36 

189 

19 

106 

GYRAZER 

A 

Gyrazers are spinning wheels of death that fire piercing lasers from the eye 
beneath their bodies, so watching out for them is kind of recommended. 
Unfortunately, the face on their side is just for show, so no, they don’t get 
dizzy while they spin. 

12 

54 

16 

88 

SHEMUM 


These winged, poisonous snakes leap out of vases to attack enemies, making 
up for their lack of strength with sheer numbers. These vases are invulnerable 
to ranged shots, so use melee strikes or attack items to destroy them. 

9 

47 

— 

— 

NETTLER 

\ 

Originally a slug, this enemy has evolved arms and gained improved mobility in 
the process. While not very athletic, its reflexes are excellent. When fired upon, 
the Nettler can even use its soft body to squish itself flat and dodge attacks. 

24 

126 

— 

— 

SKUTTLER 


These basic troops form the backbone of the Underworld Army. Simpleminded 
creatures, Skuttlers tend to forget any mishaps they suffer but also quit when 
the going gets tough. Yet they’re still valued for their low cost and versatility. 

27 

142 

— 

— 

SKUTTLER 

CANNONEER 


These Skuttlers have been equipped with a cannon, earning them a whole extra 
word on their title. Their single eyes have been upgraded to improve their aim, 
although they’re still not very accurate compared to other enemies. 

21 

110 

— 

— 

SKUTTLER MAGE 

^ V.rK * 

These Skuttlers can use magic, hence the name. They attack with a fire spell 
and a weakening spell that can lower your maximum health. Only the best 
Skuttlers get picked for this job, an honor that’s better than any pay raise. 

36 

189 

— 

— 

SUIT OF 
SKUTTLER 


Tired of their roles as cannon fodder, some Skuttlers jump into the bronze 
statues that are so common in the Underworld. Their defenses are improved, 
but their rears are exposed, so getting behind them is your best bet. 

24 

126 

— 

— 

MIK 

# 

Often deployed as the Underworld Army’s advance guard, these floating 
mouths with whiplike tongues love to literally give their enemies a licking. They 
have an infinite appetite, and all attempts to put them on a diet have ended in 
tragedy. 

21 

108 

22 

119 

GANEWMEDE 


Ganewmedes are evolved Monoeyes whose tentacles have been replaced by 
spiky legs. They respond violently when fired upon, so approach them calmly 
and use melee attacks to take them out without getting hurt. 

27 

140 

54 

194 

CRAWLER 


This living tank unit uses caterpillar treads to charge over any terrain. Covered 
in thick armor, Crawler is impervious against almost any attack except to a 
wide-open weak point on the creature’s back: its heart. 

75 

394 

— 

— 

SYREN 


Long thought the stuff of myths, Syrens are creatures that seem to combine 
the bodies of women with the limbs of birds. Their ability to fly and shoot 
whirlwinds from their open mouths sets them apart from all monsters and most 
gamers. 

27 

142 

29 

158 

l _ 
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ENEMIES 


Enemies (continued) 


1 Enemy Name 

image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 

(aiOBl 

Max Health KB 

(air) II 

SHRIP 

V 

Beetles with sharp swords protruding from their heads. Able to unhinge their 
shoulder joints, Shrips fly through the air, spinning their bladed heads at high 
speed. Although fierce attackers, all that twirling gives Shrips terrible aim. 

24 

126 

23 

124 

PORCUSPINE 

^5" 

Porcuspine attacks over a wide range by shooting needles in all directions. 
Despite the hard look in its eyes, Porcuspine is a relatively calm and reserved 
monster. 

60 

315 

84 

301 

BELUNKA 


Belunka is a living troop transport that loads smaller Underworld forces in its 
mouth—also its weak point—and then vomits them out onto the battlefield. 

Take down Belunka, and you’ll also destroy all the enemies inside! 

125 

630 

327 

1175 

HANDORA 

§ 

A pair of monstrous hands joined together and given a will of their own. 
Handoras crawl like spiders, even scrambling across walls and ceilings with 
ease. They are merciless hunters, their only motivation the desire to attack 
others. 

12 

56 

16 

88 

CORAL 

w 

Upon maturation, these Underworld enemies explode, spraying deadly bits of 
rock over a wide area. Shoot them and these pieces will fly toward you, but 
melee them and they’ll fly in the opposite direction. 

1 

1 

1 

1 

BOOGITY 


These enemies can shoot missiles and have impenetrable armor on their 
backs. But when curiosity gets the best of them, they turn around, revealing 
their weak spot. To their credit, they put a lot of effort into at least looking 
scary. 

38 

176 

49 

176 

MONOLITH 

SIB 

Monoliths are flying objects that are said to have once been used in the 
training of soldiers. They repel all attacks, and their magic properties allow 
them to ignore gravity and freely transport Underworld troops. 

— 

— 

— 

— 

C0MMYL00SE 

9 

These squid-like enemies grow gigantic missiles that, once finished, are hurled 
with their tentacles. While these missiles are technically part of their bodies, 
Commyloose are eager to be rid of such potentially explosive weapons. 

17 

88 

19 

106 

SHULM 

B 

Poisonous Underworld fungus that spews noxious gas. Its spores thrive in dank 
places, causing Shulms to grow like crazy. Don’t let its meek appearance fool 
you! 

12 

56 

1 

1 

FIRE WYRM 

{iC 

k i 

A giant skeletal dragon said to reside in the fiery seas of the Underworld. The 
Fire Wyrm's feared even among Underworld forces. Its flames are fueled by the 
jealousy and rage of others, guaranteeing it will survive as long as humans do. 

151 

700 

245 

880 

SHILDEEN 

— 

Underworld soldiers born to fulfill just one simple task: defending their allies. 
Nearly all ranged attacks are nullified by their impervious shields. Shildeens 
have a skill for organization rare among the Underworld Army. 

14 

80 

10 

40 

PARAMUSH 

• • 

A paratrooper in the Underworld Army. After parachuting to the ground, a 
Paramush will then run around crazily, rapidly shooting at its enemies. 

27 

124 

15 

79 

SPECKNOSE 

% 

Specknose prefers damp climates and, while cowardly by nature, isn’t afraid 
to launch sneeze bombs at the first sight of prey. Its mustache-like growth is 
actually a set of tentacles. Gross, right? 

54 

284 

79 

283 

KOMAYTO 


While this creature resembles a certain alien life-form, the last Komaytos are 
not in captivity and Skyworld is not at peace. Stray too close and it will latch on 
to you, draining your life energy and restricting your movement. 

14 

72 

1 

1 

DAPHNE 

A- 

Daphnes look like adorable flowers until they attack, revealing their terrifying 
true faces. They defeat their enemies by scattering explosive “Daphne mines” 
then move in to gobble up the remains. 

12 

63 

15 

79 


11 


PRIMA Official Game Guide 



































































Enemies (continued) 


|| Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health 1 
(air) 

GLOOMERANG 

9* 

Gloomerangs wear masks, just as we do in our lives. But while our metaphorical 
masks hide emotions, the Gloomerangs’ are giant boomerangs that shield 
them from damage. This defense is lost when they attack foes with their 
boomerangs. 

12 

56 

15 

79 

STACKJAW 

n 

Stackjaws are bizarre creatures whose bodies resemble totem poles. They fire 
lasers in a 360-degree radius and can’t be beaten unless you take out their 
topmost portion. But be careful: they get more powerful as they get shorter. 

54 

252 

— 

— 

MINOS 

* 

Covered in spikes like a blowfish, Minos swells up when attacked. Although it 
looks cool and collected—even when fully puffed—Minos is actually seething 
with rage on the inside. Don’t take it personally. 

60 

315 

5 

5 

MERENGUY 

% 

The Merenguy’s dance is strangely entrancing. So much so that it uses its 
talent to distract enemies for the Underworld Army. When that folksy music 
starts playing and Merenguy starts shaking its hips, you just can’t look away. 

60 

315 

— 

— 

MEGA MUSSEL 

% 

Mega Mussel was designed to attack indiscriminately, and that’s exactly what it 
does. When its scallop-like shell opens, its pearly eyes fire shots in all direc¬ 
tions, decimating enemies that group together. 

17 

80 

60 

192 

REAPER 


Reapers serve as lookouts for the Underworld Army. When they spot an 
enemy, they let out a piercing scream that summons their feisty servants, the 
Reapettes. They also use their giant scythes to reap the souls of their victims. 

163 

756 

52 

208 

SHELBO 


Essentially an impervious shell with lips, Shelbo fights by biting its prey. This 
attack reveals Shelbo’s only weakness: the eye inside its mouth. Joke time: why 
is Shelbo good at dieting? Because it always watches what it eats. Oh! 

88 

461 

147 

529 

TORTOLUNK 

m 

A turtle-like member of the Underworld. Armed with a rock-hard shell, 

Tortolunk likes to flip on its back and spin like a top, lashing out with its 
massive arms. This spinning leaves Tortolunks dizzy and vulnerable to attack. 

75 

392 

— 

— 

EGGPLANT 

WIZARD 

If 

Those hit by eggplants thrown by the Eggplant Wizard are turned into, well, 
eggplants. Pit can’t attack in this state, and the only cure is time. So you’d best 
vamoose if you don’t want to end up baba ghanoush. 

108 

567 

— 

— 

ZUREE 

y 

Attacks pass through this Underworld ghost when in spirit form, allowing it to 
approach prey and rip it to shreds with its deadly shake-inducing claws. This 
leaves it vulnerable, so dodge with a dash and then strike! 

24 

112 

69 

219 

SPUN 


This Underworld creature is best thought of as a fierce amoeba with blades. 

Splin can divide instantly to increase their numbers and often band together 
to resist potential predators. For a little eukaryote, it’s pretty high up on the 
food chain. 

27 

126 

29 

158 

ORNE 

•• 

These vengeful ghosts seem to be formed from concentrated misery and 
regret. All who come into contact with Orne have their minds shattered, with 
death following shortly thereafter. They are attracted to the life force of their 
enemies. 

24 

126 

30 

94 

CLUBBERSKULL 


Clubberskulls possess unrivaled attack strength capable of destroying even 
high-level monsters. Because of this threat, they are normally sealed away, 
only attacking if disturbed. Leaving them alone is an extremely valid strategy. 

301 

1400 

— 

— 

MAGMOO 

t W: t 

Si - 

Semianimate creatures born from the magma of the Underworld. Their brains 
put out a continuous source of heat that keeps their magma piping hot. 

Lacking smarts, they sometimes stumble into water, which never goes well for 
them. 

29 

151 

15 

52 

BLUSTER 

4 

Bluster covers itself in a cloud-like material for protection. It favors defense, 
using its attacks to cause shaking in enemies, which in turn leaves them 
vulnerable to damage from Bluster’s allies. 

108 

567 

— 

— 

i. J 
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ENEMIES 


Enemies (continued) ~~ . 

1 Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) |j 

Max Health H 
(air) II 

GIRIN 

, ... 

V 

Rather than waiting for prey to fall into its trap, this hyperevolved ant lion 
jumps out at enemies, attempting to crush them in its pincers. However, Girin 
leaves itself open to attack after this lunge and will retreat in surprise if hit. 

60 

315 

— 

— 

LEOX 


If you like lions and motorcycles, man, Leox is 100% the enemy for you. It 
charges forward, bringing its head down like a hammer. This bone-shattering 
blow also sends out shock waves that shake the air around it. 

54 

284 

— 

— 

ARMIN 


At first, Armin appears to be quite the invulnerable beast, protected in front 
and back by heavy plates. However, from the side its true puny body is 
exposed, exposing this Underworld monster for the weakling it really is. 

53 

246 

— 

— 

PETRIBOMBER 

: 

This four-handed creature produces explosive rocks from its body, launching 
them at foes when they’re grown. Since it walks on hands instead of feet, it 
often loses its balance and trips, blowing itself up in the process. 

34 

178 

44 

157 

VAKLOOM 


Vakloom absorbs all ranged attacks with the black hole in the center of its 
body. It then converts that absorbed energy into a massive laser blast that it 
uses to return fire. A slow creature, Vakloom is best taken down with melee 
attacks. 

81 

425 

147 

529 

SNONG 


Semiconscious monsters that resemble elephants. The head commands two 
arms that come from both sides to crush their enemies. While they’re one of 
the Underworld’s heavy hitters, they don’t mind helping out around the office. 

68 

356 

147 

529 

ZURRET 


A Zurret is effectively an Underworld fixed gun turret. Zurret larvae mature 
within days of being placed in soil. After growing, it hides until prey 
approaches, at which point it pops up and shoots a deadly accurate blast. 

81 

425 

27 

146 

SINISTEW 

W 

A murky Underworld genie who resides in a pot. But this genie doesn’t grant 
wishes—he just tries to drag passersby into his lair! The pot contains a 
one-dimensional universe—those pulled into it are rarely seen again. 

60 

315 

— 

— 

BRAWNY CLAWS 


An Underworld crustacean that blocks Pit’s progress by extending its arms and 
legs. Its pincers stretch out to the side but can’t extend up or forward. Still, for 
lazy little Brawny Claws, this technique comes in quite handy. 

— 

— 

49 

157 

SNOWMAN 


A mean, hulking giant made of ice, this is one Snowman who definitely isn’t a 
jolly, happy soul. A territorial beast, it blasts all who come near with its frozen 
breath. 

95 

442 

— 

— 

FROZUM 


This member of the Underworld Army dwells in frosty climates. To attack, it 
summons powerful blizzards capable of freezing anybody who comes close. In 
warmer locales, they are kept as pets that can double as air conditioners. 

75 

394 

— 

— 

PLUTON 

«#* 

This thief steals items from its victims and tries to dash away before it gets 
caught. The Underworld Army is willing to overlook these crimes because of 
Pluton’s fighting power — and because evil is sort of what the Underworld 

Army does. 

68 

316 

— 

— 

BUMBLEDROP 

a 

Upright, Bumbledrop is an easygoing monster. But when it falls over, it slides 
toward foes and slams into them. Ranged shots are ineffective when it’s on the 
ground, so take it out while it’s upright. Fast fact: it also loves hot springs. 

48 

250 

— 

— 

REMOBLAM & 
REMOBLAMLING 


Remoblams each control multiple Remoblamlings. And if the Remoblam is 
destroyed, its attendant Remoblamlings blow up in succession. However, 
these monsters were designed to be bombs, so these explosions are quite 
dangerous. 

Remoblam: 

30 

Remoblamling: 

9 

Remoblam: 

140 

Remoblamling: 

42 

Remoblam: 

59 

Remoblamling: 

15 

Remoblam: 

211 

Remoblamling: 

79 

COLLIN & PHIL 

J 

Once soldiers in Palutena’s army, Collins are now cursed to fiy around firing 
the poisonous Phil bugs that live inside their bodies. They can be defeated by 
using melee attacks to knock Phils back at them. 

12 

61 

— 

— 
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Enemies (continued) 


Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health 1 

(air) 

TRAILTAIL 

' v : '' 

Trailtail flies in a zigzag pattern, leaving a trail of thread behind it. Like a 
spider with its silk, Trailtail uses this thread to capture prey. However, making 
too many trails can leave it famished, forcing it to pick a perfect spot to really 
let loose. 

— 

— 

33 

117 

SHOOTFLY 

M 

Underworld enemies that function like homing mines. When shots pass them, 
they locate and then swarm their target. However, they can be passed quietly 
and only react to ranged shots, so melee attacks are the way to go. 

30 

138 

26 

83 

MONOMIKNOSE 

3m 

% 

If this face rings a bell, it’s because it’s actually made up of two Monoeyes, 
a Mik, and a Specknose. While you’d think the combination of four monsters 
would be quite powerful, Monomiknose is not as great as the sum of its parts. 

68 

356 

98 

353 

IGNIOT 

fa 

A fearsome, rotating cannon that fires off petrifying beams of light. Its 
dangling eyeball keeps a constant vigil, mercilessly blasting any opposing 
forces that cross its path. Luckily, Palutena’s protection ensures Pit is only 
briefly turned to stone. 

60 

315 

— 

— 

TEMPURA 

WIZARD 

w 

An enemy even more fearsome than the Eggplant Wizard. Once sprinkled with 
its flour, targets are transformed into shrimp tempura. And if you’re cursed, 
look out: the Tempura Wizard can turn you into dinner with a one-bite kill. 

68 

356 

— 

— 

ERINUS 


An Erinus is an Underworld foe that prefers to attack in great numbers, though 
even when seeming to fight solo...it isn’t. Its top and bottom halves can 
separate and fight independently, making it a diabolical duo! 

Upper: 75 
Lower 53 

Upper: 394 
Lower: 277 

— 

— 

FORT OINK 


Fort Oink was originally designed to transport Underworld troops to the 
battlefield. However, mistakes were made, and it now fires its passengers as 
ammunition. At least the Underworld now knows to measure twice and cut 

once. 

113 

592 

147 

529 

GUTTLER 

* * 

This gluttonous monster gobbles up anything it can. Whether it eats friend or 
foe, Guttler grows stronger with each creature it consumes. Although this helps 
cut down on the number of enemies, it also gives Guttler’s attacks a bigger 
bite! 

226 

1050 

— 

— 

ZIK & ZAK 


The Zik is the big one. Zak, the small. A Zik functions like a control tower, 
broadcasting telepathic signals to control its little buddy. Defeating a Zik 
breaks this connection, causing the Zak to move about aimlessly. 

Zik: 53 
Zak: 13 

Zik: 277 
Zak: 68 

— 

— 

CELLULAR 

HANDORA 


This cellular version of the Underworld Handora guards Hades’s Belly from 
intruders. Handoras are created by mass cloning the hands of other Under¬ 
world monsters. Naturally, being in a stomach, they have to wash often. 

12 

56 

— 

— 

CELLULAR 

BLUSTER 


This cellular version of the Underworld Bluster guards Hades’s Belly from 
intruders. While most cells spend all day processing nutrients and dividing, 
Cellular Bluster shields itself with an ever-growing layer of gelatin. 

108 

567 

— 

— 

CELLULAR 

MONOEYE 

Ml 

% 

This cellular version of the Underworld Monoeye guards Hades’s Belly from 
intruders. When not on alert, they plant their tentacles into a wall or ceiling, 
dangling there and sleeping like the cutest thing you ever did see. 

14 

72 

— 

— 

CELLULAR 

SINISTEW 


This cellular version of the Underworld Sinistew guards Hades’s Belly from 
intruders. Like their counterparts, Sinistews hide in vessels that can only be 
damaged with melee attacks. 

60 

315 

— 

— 

CELLULAR 

KOMAYTO 


This cellular version of the Underworld Komayto guards Hades’s Belly from 
intruders. They act like white blood cells, latching onto foes and transferring 
their life force to Hades’s Belly. Take them out with melee attacks. 

14 

72 

— 


CELLULAR 

SNONG 


This cellular version of the Underworld Snong guards Hades’s Belly from 
intruders. Just like the regular Snong, it has two massive arms and a head that 
controls them. Where are its legs, you ask? Out for a walk. 

68 

356 

— 

— 
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ENEMIES 


Enemies (continued) „ r i^fr - 1 , 1 '' n ^ 

1 Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health | | 
(air) 

CELLULAR 

SKUTTLER 


This cellular version of the Underworld Skuttler guards Hades’s Belly from 
intruders. Skuttlers are the most common grunts in the Underworld Army, so 
battling in the digestive tract of a god is just another day at the office. 

27 

142 

— 

— 

CELLULAR 

IGNIOT 

* 

This cellular version of the Underworld Igniot guards Hades’s Belly from 
intruders. They specialize in turning targets to stone with beams of light. A 
regular human hit with this attack could never hope to move again. 

60 

315 

— 

— 

CELLULAR 

GYRAZER 


This cellular version of the Underworld Gyrazer guards Hades’s Belly from 
intruders. They dash in and attack invaders with a burst of high-speed fire 
from the cannons on their undersides. Not too smart, though. 

12 

54 

— 

— 

CELLULAR 

SHILDEEN 


This cellular version of the Underworld Shildeen guards Hades’s Belly from 
intruders. Although they possess no means of attack, they excel at protecting 
their allies. In fact, you could call them a cell wall. Get it? 

14 

80 

— 

— 

NUTSKI 

nr*. 

A basic grunt in the Forces of Nature. It uses its leaves to fly, shooting 
whenever it turns itself upside down. Viridi created Nutski by removing a 
chestnut from its shell and blessing it with a miracle. Tastes great if you can 
get past its being sentient. 

12 

63 

19 

106 

DIBBLE DOP 

§ 

T 

While Dibble Dop looks like a pitcher plant, it doesn’t capture and eat bugs. 
Rather, it stores up moisture in its pouch and then launches it out in the form 
of a water bomb. This water is even magically condensed to make it extra 
damaging! 

15 

79 

24 

133 

PARASHOOTER 

A 

This Forces of Nature monster uses its leaf as a parasail, gliding through 
the air toward its enemies. It then shoots them with blades of condensed air. 
Notably, Parashooter doesn’t grow this leaf itself but takes it from other plants. 


— 

22 

119 

LURCHTHORN 

J, 4 i i 4 'tf' 

This string of cannons lies in wait until an enemy draws near, at which point it 
activates and speeds through the air. The turrets located on its joints can be 
destroyed, but targeting its head is the most effective strategy. 

108 

567 

176 

634 

PEW PEW 

% V 

This arboreal cannon is equipped with evolved roots that allow it to walk 
around. From time to time, its lid pops open, revealing an eye-shaped mark it 
uses to intimidate enemies. The origin of its cannonballs is still a mystery to 
botanists. 

24 

126 

59 

211 

BLADER 

f 

These elite Forces of Nature soldiers can change their form to suit either land 
or air battles. This helps Bladers adapt their tactics to any condition, even 
fleeing if necessary. They also serve as field commanders, doling out simple 
orders. 

34 

178 

49 

176 

TRYNAMITE 

# ,, * <» 

«' ' # 

Exploding mines of the Forces of Nature. They explode with a loud bang, 
sending three chunks of shrapnel flying toward foes. Viridi sometimes gets 
playful when naming her troop, hence the pun here on dynamite. 

14 

64 

20 

62 

ZERT 

'■f* 

After being struck by lightning, this tree gained the power to produce small 
storm clouds. Zert paralyzes its victims and blasts them with lightning damage. 
It moves erratically because of the electricity that courses through it. 

24 

112 

19 

106 

PIP 

# 

4i|| 

Pips are single-celled organisms with the ability to divide whenever they’re 
dealt a strong blow, instantly increasing their numbers. They don’t exhibit 
much capacity for thought beyond a simple desire for easy livin’. 

— 

— 

14 

470 

URGLE 


A mobile tree creature, Urgle likes to charge toward enemies at full speed 
and flip them over like a tea table. While this method of attack may look easy, 
that’s only because Urgle toils day and night to perfect its flipping technique. 

53 

277 

— 

— 

HUGWORM 


These worms use their beaks to burrow through the ground and suddenly 
appear. They coil around their prey until it loses consciousness and then 
gobble it up with delight. Hugworms fear being cooked, so your best strategy 
is fire and lots of it. 

108 

576 

— 

— 
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Enemies (continued) 


1 Enemy Name 

Image 

Description 

Min Health 
(Ian4) 

Max Health 
(land) 

Min Health 
(air) 

Max Health II 
(air) II 

LETHINIUM 


The big guns in the Forces of Nature. Lethiniums often grow near bases or 
areas requiring defense and shoot a powerful laser beam. Not the best flower 
to use when saying “I’m sorry." 

23 

119 

39 

140 

JITTERTHUG 


Depending on which way its mask is facing, Jitterthug looks like either an old 
man or a furious monster. Each of these “personas" has its own traits: the 
old man is unaffected by ranged shots, while the angry monster is immune to 
melee strikes. 

68 

356 

— 

— 

BOOM STOMPER 

A 

■fi 

m 

A gigantic mass of rock inscribed with runes and given the gift of life. With its 
tremendous weight, walking is a struggle. Yet Boom Stomper uses this bulk to 
its advantage by toppling onto its foes as a heavy attack. 

188 

876 

— 

— 

MAHVA 


Mahva defends itself with a sphere of water that only allows friendly fire to 
pass through. This makes it an ideal front-line soldier for the Forces of Nature. 
But don’t give up: persistent attacks will eventually break through Mahva’s 
shield. 

38 

198 

33 

117 

BADOOT 

4 4 

In the air, Badoots are obstacles. On land, they link together with an electric 
tether to trip their enemies. Badoots are almost impervious to any attack while 
linked, so your best bet is to wait for them to part and then strike. 

— 

— 

25 

90 

BUMPETY BOMB 

A 

Have you ever planted a bomb, only to have monsters run away from it? It’s 
the worst! That’s why Viridi created this running time bomb. Its armor makes 
it hard to destroy from afar and dangerous up close, so you might just want 
to run! 

57 

264 

— 

— 

MUDRONE 


Originally spindly creatures with twig-like bodies, Mudrones used the power of 
earth and water to bulk up. Mudrones will be defeated for good after the third 
time you’ve downed them, so it might be better just to run. 

42 

221 

— 

— 

CACAW 


Cacaw raises a piercing cry whenever it spots an enemy. This shriek contains 
supersonic waves that give its victims disorienting brain damage. Sure, you can 
try to run away, but your best bet is just defeating this noisy menace. 

27 

140 

— 

— 

SKREETLE 

' V 

r $ 

When walking on all fours, Skreetle is hard to hit. Ironically, it’s when it stands 
up to intimidate its foes that this creature is most vulnerable. Like most 
insects, Skreetle prefers tight spaces to being out in the open. 

21 

110 

— 

— 

MEEBA 

it 

A Meeba is a parasitic fungus that inhabits the body of a beetle. Although its 
host has expired, the shell provides excellent defense against frontal attacks. 
Circle around and attack from behind where its body is exposed. 

41 

214 

— 

— 

MEGONTA 

s* 

Megontas are giant pill bugs in the Forces of Nature. They ball up for 
protection, using their armored shells to deflect all attacks. A solid melee 
attack can send it on its back, exposing its weak underside! 

149 

694 

— 

— 

CAPTAIN FLARE 

A 

He’s the man of mystery. He disappears without a trace. He’s the amazing 
Captain Flare! He shoots comets from the space rift within his cape—the very 
same cape that contains the alternate universe Captain Flare likes to disappear 
into. 

41 

190 

79 

283 

CLOBBLER 


The Gobbler is usually a meek creature living a modest life of restraint. But 
once angered, it blows up and mutates into an aggressive monster. Those who 
incur the Gobbler’s wrath are advised to run for three days to give it time to 
calm down. 

151 

700 

150 

540 

FLAGE 


This single-celled organism uses its ability to blend with its surroundings to 
be an effective assassin. Although invisible, the Flage makes noise and casts 
a shadow. But it will appear when it strikes, making this the best time to take 
it out. 

45 

210 

44 

158 

TOXIECAP 


While a deadly fungus like the Underworld Army’s Shulm, Toxiecap is actually 
an engineered bioweapon, not, ironically, a natural organism. Its many eyes 
provide surveillance as the poison shots it fires deal out plenty of damage. 

60 

315 

— 

— 

i_:_——— > 
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ENEMIES 


Enemies (continued) ■»,,*' 


1 Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) | 

Min Health 

(air)iflil 

Max Health 1 
(air) 

TRIBYTE 


The Aurum come from outer space, using a mysterious antigravity technology 
to keep their forces in the air. Tribytes, the Aurum’s basic soldiers, take 
advantage of this high-tech science to fly in coordinated groups. 

14 

72 

24 

133 

DOHZ 

— 

An Aurum troop transport, Dohz releases soldiers from the hole in its under¬ 
belly. However, Dohz is a deadly combatant in its own right and will stay on the 
front lines to fight long after it finishes deploying its cargo. 

90 

525 

147 

529 

CLAXIS 


Claxis has numerous guns set into its synthetic surface. Each gun is capable of 
finding targets on its own. However, when attacking, the center gun commands 
the others to fire, which they do in sequence. 

48 

250 

79 

283 

PLIXO 

Sm 

Originally intended to function as solar panels, this Aurum creature has no 
particular method of attack. Perhaps the tulips and fish they display on their 
pixel-like light grids are a sign of a consciousness. 

34 

178 

69 

247 

JYOK 


jyok is made of four poles bound together by an electromagnetic beam. While 
it’s normally invulnerable, it reveals its weak point when it opens its poles to 
fire homing lasers. Make sure you don’t miss! 

27 

126 

24 

133 

KOLMA 

j 

Aurum enemies that look like giant wheels of cheese. Kolma attack from a 
distance by flinging pieces of outer armor at their foes. Their sides are always 
vulnerable, but they can be attacked from any angle once they shed all of their 
armor plates. 

54 

284 

87 

311 

QUOIL 

*&> 

— 

< 

By spinning constantly around its core, this Aurum creature is able to both 
maintain balance and generate its own energy. It attacks by ramming into 
nearby enemies, dealing extra damage with its vicious spin. 

3 

14 

2 

6 

TAKLAX 

~ il 

Although they look a bit like a tasty dessert, these Aurum enemies are neither 
sweet nor delicious. They unfurl like a butterfly and fire continuous shots. 

When not on the assault, Taklax are often assigned surveillance duties. 

54 

252 

118 

423 

BLIT 

w 

These Aurum enemies tear through space-time itself to appear, fire off a 
barrage of shots, and then disappear. While it’s possible to pass through the 
center of their shots, Blits often attack in groups, making this a dangerous 
tactic. 

20 

92 

24 

133 

ZRINK 


Initially, Zrinks are large, slow-moving targets. Yet as they take damage, they 
shed their outer armor, making them smaller and allowing them to move faster. 
They rarely attack, instead providing defense for nearby Aurum. 

120 

630 

128 

459 

XONEME 


Xoneme defends itself with a series of rotating panels that it can also fan 
outward as an attack. These panels are invulnerable, so the best strategy for 
taking down Xoneme is to get past or aim for the spaces between them. 

27 

126 

30 

94 

SIO 

^ * 

An Aurum enemy that looks like nothing you’ve ever seen before. They rob 
their foes of sight and mobility with black- hole shots. Try to escape from 
these traps before they can hit you with their lasers and body blows! 

75 

394 

64 

229 

ZAURUM 

U 

) 

Zaurum are the only members of the Aurum that resemble anything like living 
beings. Yet whether they’re actually alive remains unclear. They’re deployed on 
the Aurum floating islands and excel at psychic attacks. 

27 

142 

— 

— 

REZDA 

• 

These Aurum forces defend their allies by erecting shields that prevent every¬ 
thing but other Aurum and their shots from passing through. This defense 
exposes their cores, so a careful aim should be enough to take them out. 

45 

236 

59 

211 

BAGLO 

l 

^ £ 
y 

Baglo is an unassuming enemy that only awakens when attacked, unleashing a 
barrage of continuous fire. So take care when battling near a Baglo that one of 
your own shots doesn’t stray and hit it! 

122 

710 

— 

— 
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Enemies (continued) 


1 Enemy Name 

Image 

m I laHBIMMli 

Description 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health 1 
(air) I 

ROZ 

# 

These Aurum comets have a seemingly impossible mass, making them both 
invulnerable to attack and capable of incredible destruction when striking 
objects. When they hit the ground, they release an analytical compound. 

— 

— 

— 

— 

NUKLEEN 


A Nukleen is a mine that the Aurum often use to conquer planets. They 
explode when attacked, erupting in a wide-range explosion that deals damage 
to friends and foes alike, so they can be used to Pit’s advantage. 

23 

106 

1 

1 

BIOTA 

, .V. • 

4 

A Biota flings out floating green energy orbs to attack its enemies. These orbs 
are designed to withstand almost any attack, but it’s possible to use this to 
your advantage. A melee strike can send them flying back at the Biota! 

181 

840 

— 

— 

AURUM 

MONOEYE 

• ^ 

An Aurum copy of the Underworld’s Monoeye. The Aurum Monoeye has the 
characteristics of the original, so it’s really not that strong. Simple creatures 
are relatively easy to copy at low cost, so this enemy was obviously first in 
line. 

14 

72 

19 

106 

AURUM MIK 

4- 

v* 

An Aurum copy of the Underworld’s Mik. With their obsession with copying 
everything, you’d think they would turn the tide of battle by mimicking the 
world’s #1 warrior, Pit. Lucky for us, they’d have to catch him first to have a 
chance! 

24 

126 

22 

119 

AURUM SHEMUM 

“Si 

An Aurum copy of the Underworld’s Shemum. Like its original counterpart, the 
Aurum Shemum only appears on the ground and even slithers as it moves! 

9 

47 

— 

— 

AURUM 

SKUTTLER 

k 

An Aurum copy of the Underworld’s Skuttler. Even the weakness and clumsy 
movements of the original have been faithfully reproduced! When assimilating 
a new world, the Aurum copy all fighting styles...even the weak ones. 

27 

142 

— 

— 

AURUM FIRE 
WYRM 

•* 

o 

An Aurum copy of the Underworld’s Fire Wyrm. While they may not look the 
same, the replica really nails the original’s massive size! If a Fire Wyrm and an 
Aurum Fire Wyrm got into a fight, the real winner would be good times. 

151 

700 

245 

880 

AURUM 

SPECKNOSE 

4 

An Aurum copy of the Underworld’s Specknose. Those Aurum eyes are super 
creepy, huh? Although Aurum versions of Monoeye, Specknose, and Mik exist, 
they thankfully don’t combine to form an Aurum Monomiknose. 

48 

252 

79 

283 

AURUM PIP 

i 

0 

An Aurum version of Viridi’s Pip. The Aurum begin their copying process by 
emulating the outer appearance of their subjects. And although they can’t 
replicate a Pip’s cellular structure, they are able to mimic its dividing ability. 

— 

— 

147 

470 

AURUM URGLE 

«* 

An Aurum copy of the Forces of Nature’s Urgle. It does a great job of nailing 
down its inspiration’s flipping move. However, the jury is still out on how 
effective the original was against the Aurum flying forces. 

53 

277 

— 

— 

CENTURION 


The rank-and-file troops of Palutena’s personal guard. They fly through the 
air, attacking enemies in great numbers. While their attacks are weak, their 
flying ability far exceeds Pit’s. Word has it they can even be revived if shot 
down. 

14 

72 

19 

106 

CENTURION 

STRONGARM 


While very strong, these muscle-bound centurions aren’t the brightest bunch. 
Therefore they’re often tasked with hurling barbells and working the crank that 
converts weapons into hearts. They make excellent moving buddies. 

96 

504 

90 

324 

CENTURION 

KNIGHT 


Palutena’s royal guard is armed to defend strategic locations throughout 
Skyworld. Centurion knights are considered the best of the best, fearlessly 
charging at enemies when their stout shields are broken in combat. 

14 

72 

24 

133 

JUGGERNAUT 


While Palutena’s mighty catapults aren’t strictly alive, they are able to think 
and react on their own. They feed rocks from atop their heads into launchers, 
which hurl them at the foe like a pitching machine. 

151 

700 

176 

634 

( J 
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I Enemy Name 

Image 

Description 

Min Health 
(land) 

Max Health 
(land) 

Min Health 
(air) 

Max Health ITj 
(air) i 1 

SPACE PIRATE 

Jfv 

Space Pirates are a race that travel the galaxies capturing constellations. The 
armor they wear is actually an exoskeleton that shields the glowing creatures 
within. Yellow Space Pirates are the most common crew members. 

48 

252 

— 

— 

SPACE PIRATE 
SNIPER 

fv 

Space Pirate Snipers pick off their targets from medium range and specialize 
in firing from a prone position. This stabilizes their aim, and the eye on top of 
their heads makes up for any vision lost in this position. 

29 

151 

— 

— 

SPACE PIRATE 
COMMANDO 


Space Pirate Commandos are equipped with incendiary Grenade launchers. The 
explosions from their shots wreak serious havoc. 

60 

315 

— 

— 

SPACE PIRATE 
CAPTAIN 


The leader of the Space Pirates. Although weaker than his shipmates, the 

Captain—his true name impossible for human tongues to pronounce— 
somehow managed to take charge through sheer bossiness. Thus, he’s not 
very popular. 

— 

— 

— 

— 

TREASUREFISH 

mM 

Nearly all the Treasure Boxes you see scattered around the world were from 
Treasurefish. Take them down while they’re transporting a box to reap rich 
rewards! Not allied to any side, they roam the battlefield, dropping their 
prizes. 

35 

35 

39 

39 

RARE 

TREASUREFISH 


The Rare Treasurefish is loaded with even better cargo than its cousins! You 
can be sure whatever they’re carrying is top notch, so shoot them down on 
sight. They seem to insist on standing out without any regard for their own 
safety. 

35 

35 

— 

— 

SOUFLEE 

# 

Bonus enemies who reward those who defeat them with tons of extra points 
and hearts. They dash away when found, so do what you can to take them 
down before they disappear. Foodies beware: that cherry on top is actually an 
eye! 

19 

88 

15 

46 

MIMICUTIE 

■M 

A 

This leggy monster disguises itself as a Treasure Box until unsuspecting 
adventurers try to open it, at which point it attacks with a ceaseless barrage 
of kicks. Sadly, studies into Mimicutie have ended in more broken shins than 
answers. 

151 

700 

— 

— 

SHADOW PIT 

s_ 

* 

Created by the Chaos Kin, these illusory copies of Pit possess all of Pit’s 
abilities and four of his weapons: blades, palms, cannons, and orbitars. Yet 
they lack Pit’s blessings and experience in battle. 

— 

— 

87 

311 
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The goddess Palutena has sent forth her loyal 
servant, Pit, to investigate the return of the evil 
Underworld Army, once led by Medusa, god¬ 
dess of the Underworld, and generally a pretty 
unpleasant woman to deal with. The fray begins 
as soon as Pit steps out of the gate into the 
skies above the earth, with waves of Monoeyes 
hovering into view. 


Do your best to take out every enemy that 
attacks you in every Air Battle segment in 
the game. Wiping out a wave of baddies 
is worth bonus points, and the hearts 
don’t hurt to have, either. 


ies 

Is 


- ~4280 


■ * 



Pit is pretty unconcerned about a potentially 
resurrected Medusa until, after less than a minute 
of enjoying his new ability to fly, Medusa makes 
an appearance. Being cooped up for a quarter of 
a century has only successfully made her more 
determined to exact her revenge on the angel and 
his goddess. Monoeyes continue to swarm in, and 
Palutena eventually guides Pit toward the ground. 



After diving through the clouds, you’re intro¬ 
duced to more resilient foes, Octos and Kerons. 
They are more resilient than the Monoeyes 
you’ve been tearing through. Watch out for a 
floating Treasurefish that tries to slip past you 
while you’re busy with other targets. It drops a 
power up to help with clearing the sky. 


£0 - 

Don’t be stingy with your screen-clearing 
Special Attack during this low-level flight, 
especially on higher Intensities. It’s 
possible to have two of these weap¬ 
ons fully charged by now. 




About halfway through this battle, a series of 
Recovery Orbs appears in the distance as Pit 
flies toward a canyon. Be sure to collect them, 
but also be aware that many enemies will also be 
trying to mix shots in with the incoming orbs. 



Another new type of enemy, Gyrazers, flits into 
view, darting about until they settle into posi¬ 
tion, and spin rapidly while unloading a barrage 
of rapid-fire blue shots at you. Don’t give them 
a chance to draw a bead on you and finish them 
quickly. Eventually, you will see a town in the dis¬ 
tance, which is under assault by the Underworld 
Army. A final group of enemies harasses you as 
Palutena guides you to the town. Prepare for 
your first Land Battle! 
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To Boss Battle 


O Typically near the start of every Land Battle, there is some food for 
restoring Pit’s health. 


0 Shemums and 
Monoeyes are your first 
opponents. Watch out for 
the Shemums’ poisonous 
bites. On higher difficul¬ 
ties this can be quite 
damaging. Just past the 
first group of enemies, a 
Nettler drops in. 


START 


Boss Battle 


» Treasure Box 
O Intensity gate 
★ Zodiac Chamber 
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© As you approach the stairs, another large en¬ 
emy ambush strikes. Don’t forget the Treasure Box 
at the tip of the alley between both stairways. 


O The last stretch of stairs takes you directly to 
the boss, but you’re attacked along the way by 
a Ganewmede, among other monsters. Once you 
slice past them, collect the Drink of the Gods, 
and go after Medusa’s pet. 




Drinks of the Gods typically ap¬ 
pear before a major boss battle, but 
occasionally they also mark the halfway 
point through a long level. 


© Near the fountain, you come across another 
sizeable enemy force. Make sure to take out the 
jar that is spawning Shemums. A Treasure Box is 
also near the fountain. 


Olf you’re on Intensity level 5, you can open 
the Intensity gate to the right of the fountain. 
Defeat the Crawler and the two Gyrazers here to 
make another Treasure Box appear. 


© Take the alley between both stairways and 
defeat the Wave Angler that attacks. A jump pad 
appears, taking you up to the next level and to 
another Treasure Box. 




mm 


































































































Sometimes, he spews fireballs or streams 
of fire from both of his heads. You can 
evade them if you’re fast and skilled 
enough. He also roars, which can move 
you outside of melee range. As long 
as you remember to stay evasive while 
keeping up the offensive pressure, Twin- 
bellows goes down fairly easily. 


Twinbellows is at his fastest when he Once he’s stunned, use your best abilities 

charges, and you may be caught off on him to pile on the damage, taking 

guard early on. Simply dodge him at the advantage of your weapon’s strengths, 
last moment (and keep your reticle on Charged shots and dash shots are good 

him) and he should run past you and bets at keeping you safe from when he 

into the coliseum wall, stunning himself. finally recovers from his stun. 

However, as he gets lower on health, 

Twinbellows can stop himself before 
impact, turn around, and charge again. 

This becomes more frequent the lower on 
health he is. 




At first, Twinbellows is a very intimidating opponent, even on lower Intensi¬ 
ties. He hits hard from up close with his claw swipes and bull rushes, or from 
afar with his fire attacks. He is incredibly fast for his size and his roars are 
able to push you away from him if you do get close. However, if you stay 
calm and concentrate first on not getting hit, and then exploiting any open¬ 
ings, you should be able to put this fire out. It cannot be stressed enough: 
evasion is important, and this battle is meant to teach you this. On higher 
Intensities, you absolutely cannot afford to soak up many hits. 




Max Health 


1750 


Min Health 


350 


primagames.com 
























With Twinbellows extinguished, Pit is now di- 
r ected by Palutena to find and defeat Dark Lord 
3aol, and the way there is a bit more challenging 
than the first flight. You begin in the middle of 
a terrible storm, with lightning arcing through 
the sky. Expect larger groups of enemies than 
before, which means more chances to get hurt 
on the higher Intensities. 


Along with the now familiar Monoeyes, Miks start 
making regular appearances early on, as well as 
Syrens. The Miks prove slightly more dangerous 
oecause of their lashing tongue attack. The Sy- 
r ens tend to fly in from off-camera, taking time 
to sweep ahead of Pit before attacking. Take 
them down before they have a chance to strike. 


CHAPTER 2: MAGN 

THE DAh 


About a minute into the battle, the lightning storm 
grows more violent, threatening to electrocute 
Pit. Wave Anglers join in, adding their own wave 
attacks to the mix. You can rack up a lot of damage 
if you’re careless here. Palutena eventually guides 
Pit out of the worst of the storm by sending him 
spiraling through the clouds to the land below. 


During the long dive, a squadron of Shrip pursue 
you, trying to cut you down with their spinning 
blades. Gyrazers will also give chase during your 
crash dive for the canyons, where you’ll be attacked 
by nearly everything you’ve seen up to this point. 


!<I'J - 

If you’re having trouble clearing 
the skies, now’s the time to use a 
Special Attack. 
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Palutena decides to take the fight underground, 
and it’s here that you meet Octos. Watch out for 
their circular poisonous clouds. Further in, you’ll 
also encounter Porcuspines. Their spines can be 
tough to evade, as they are small, fast, and can 
be tough to see as other enemies attack. 



As you escape the caves, collect some Recovery 
Orbs. A Belunka gives chase, deploying enemies 
from its mouth. You can either take down the 


whale quickly, or try to farm hearts from the bad- 




A massive cliff face stands between you and the 
dark lord’s castle. Continue to wipe out enemies as 
you race up the barrier until you come across an 
amazing sight: The humans have organized a mas¬ 
sive army to try to take down Gaol themselves, and 
they are being punished by Underworld forces. Pit 
wants to lend a hand, but Palutena guides him to 
the enemy stronghold instead. If Gaol is defeated, 
the Underworld Army loses one of its sharpest 
commanders, which will hopefully turn the tide of 
the battle in favor of the humans. 



dies it summons. 
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The balcony Pit lands on is blessed with food 
from the goddess, so grab it if you’re in need 
before going deeper into the castle. Watch out 
for the Handora to the right of where you start. 
Head inside and strike the switch with your 
weapon to open the way into the castle. Drop 
down the hole beyond this door. 



O Drop down the hole beyond the first door, 
and you’ll arrive in a grand hall. A Treasure Box, 
flanked by Skuttler Cannoneers, appears be¬ 
tween the two stair cases leading up to the next 
floor. More Skuttlers will come down those stairs 
to attack you. To exit this chamber you must hit 
two switches. 



0 One switch is guarded by a Boogity. 



0 The other switch is guarded by a Handora and 
a Coral. A bridge between both switches is pa¬ 
trolled by a Monolith. After you hit the switches, 
you must contend with a Ganewmede that blocks 
the exit from this room. 


O As you exit the grand hall, Palutena informs 
you of treasure to your left, so explore in that 
direction to find a side chamber. There, you are 
ambushed by more Underworld goons as soon 
as you try to open a Treasure Box. Beat down 
these Skuttlers, then go deeper into this room 
to claim your prize. More goons turn up to try to 
stop you after you’ve collected your loot, but if 
you clear them out, food will appear near the exit 
to help you recover from the fights. 



37360 
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O As soon as you enter this room, you’re 
introduced to the human mercenary, Magnus. He 
has single-handedly infiltrated the castle and his 
immense strength is making short work of the 
Underworld Army troops. He explains he’s here 
for the reward for taking Gaol down, and despite 
his questionable morals, Palutena instructs Pit to 
help him. This is one of the largest battles yet, 
so pace yourself and don’t get reckless. Eventu¬ 
ally, the enemy is driven away, and you get a 
Treasure Box for your efforts. Continue to follow 
the arrows down another hole. 


PRIMA Official 


Now cross the bridge into the next section. A 
stairwell takes you lower into the castle depths. 
A Skuttler Cannoneer protects a passage hidden 
by a wall drape. This passage leads to your first 
Zodiac weapon of the game. Continue down the 
stairs. 


You may want to consider leaving the 
Zodiac weapon for later. If you come 
back at a higher Intensity, it will be 
ail the more powerful once you finish 
the level. 


e The real danger on this twisting path is the 
enemy. A Fire Wyrm floats around the bridge, 
barraging you with flames. Between you and 
Magnus, any ground forces are easily beaten, 
giving you plenty of free shots at the Fire Wyrm 


O The room after the winding path is where 
another Skuttler ambush awaits. After you cut 
through this, an elevator becomes accessible. 
Enter it, and when you exit it, you’ll be on a 
rooftop with two doors. Take the one to your 
right to enter a health-restoring hot spring. 




































0 The other door remains locked, but the red 
carpet leads to a Treasure Box that Magnus 
rightfully declares to be a trap. If you approach 
the box despite the warnings, you trigger an 
ambush. A Belunka and a Specknose start this 
party, and a second wave of enemies appears as 
soon as they are taken care of. 



The newly unsealed door leads to a long 
spiraling passage that guides you up the tower. 
You’ll be attacked by a variety of foes the whole 
way up. Among them are Shildeens, smaller blue 
baddies that project force fields that allow the 
enemy to take potshots at you while preventing 
you from getting to them. Once that shield goes 
down, Pit and Magnus can shred the Shildeens 
quickly. This passage is the final stretch. Once 
you reach the top, a Drink of the Gods awaits 
you: You’re at Gaol’s front door. 




Unlike Twinbellows, Gaol is a target roughly comparable to Magnus’s size, so you don’t have to try to 
dodge something the size of a tank. Like Twinbellows, the dark lord is impressively fast, considering 
the armor he’s got, air-dashing through the arena with great ease. Magnus and Pit will have a tough 
time just getting close enough to hit him. Gaol can use a magic shield to protect himself from direct 
harm. 



At a distance, Gaol is a capable sorcerer, able to bombard Pit and Magnus with magical blasts. Some 
attacks come directly at you, while others are flung like Grenades and take longer to get to you, but 
exploding with a wide area of effect. 



Even when you get close to Gaol, he has a special spin attack that uses his cape to lash out at anyone 
close by. He tries to send you flying a fair distance away, where he can resume his magical bombard¬ 
ment. 



Occasionally, Gaol will summon a pair of Skuttlers to 
shield himself against frontal assaults. Between Pit’s 
speed and Magnus’s strength, it’s possible to bypass 
this Skuttler shield completely. Pit can dodge around to 
the the side or behind Gaol, and Magnus just tends to 
cut right through the Skuttlers. 
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However, Gaol often uses the Skuttler shield 
as a chance to set up a powerful area of effect 
attack that hits very hard. And once the dark 
begins to prepare for this attack, you may not 
have enough time to react and run away. 


The safest method for dealing with Gaol is to 
stay at mid-range, piling on damage with various 
types of charged shots. Stay on the move so as 
not to get hit by any of his ranged attacks, but 
always be prepared to dodge at the last second. 
Between Pit and Magnus, Gaol can be brought 
down with relative ease. In the aftermath of the 
battle, you learn some surprising information 
about the dark lord, but don’t have the time to 
dwell on it. Another of Medusa’s commanders 
requires your immediate attention. 




Min Health 

Max Health 

225 

1124 
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IcaruS 

UPRISING 


Medusa has finally decided to strike back at 
Palutena directly, sending a sizeable force into 
Skyworld. The gloves are starting to come 
off now. The enemy comes at you in greater 
numbers, so Palutena’s early advice about using 
Special Attacks to clear the skies of enemies and 
enemy fire is going to feel more relevant now 
than ever. 


After dealing with a Belunka, Pit has had enough 
with the small fry. He wants to strike the com¬ 
mander directly. During this conversation, keep 
an eye out for a Soufiee. It’s worth the effort to 
destroy these as you find them because they are 
worth a significant number of hearts compared 
to most regular foes. The approach to Hewdraw 
is beset by even greater numbers of foes, but 
fortunately, you run across some Recovery Orbs 
as you close in on the three-headed dragon. 


HEADS OF THE 
HEWDRAW 
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After the three heads start bickering amongst 
themselves, Palutena orders you to put them out 
of your misery. Despite technically being only a 
mid-boss, Hewdraw is not to be taken lightly. Pay 
attention to which head rears back; that’s the 
one that is going to try to bite or blast you with 
some form of magic that you need to dodge. Be 
wary when flames begin to build up in a mouth, 
as that is the build up to a screen-filling blast 
of fire that can tear off massive chunks of your 
life. You can cancel that attack by focusing your 
fire on the head preparing the blast. Each head 
has its own health total, and with every head you 
take down, Hewdraw becomes more aggressive. 




Once you get near the ground, Pit stops to seek 
out his targets and spots two of the Hewdraw 
heads in the distance ravaging a human city. The 
flight from this point is rather short, but don’t 
get careless during these final seconds. 


With Hewdraw defeated for now, Palutena directs 
Pit back toward the surface world. Hewdraw 
heads can live without their body, and they can 
regenerate, so you need to ensure that they 
don’t get that chance. During the dive down, 
watch out for a trio of Komaytos mixed in with 
the other enemies. They can’t be killed with 
continuous fire or charged shots, and if they get 
too close, they latch onto you and start taking 
away your health! Be sure to melee them before 
that happens. 
















































The two Hewdraw heads are somewhere within 
the crumbling city. Gather the health near the 
starting location and begin the hunt. 


FINISH 


START 



■ Treasure Box 
10 Intensity gate 
★ Zodiac Chamber 


?T 


O A level 4 Intensity gate can be found very 
close to the starting position. Opening it leads to 
a Treasure Box that overlooks Pit’s landing spot. 


Boss Battle 
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A Stackjaw sprouts up here. Remember that 
: is possible to dodge through their curtain of 
aser fire. Destroy its head and it will lose one 
ayer. Keep destroying the heads that appear 
until the monster is completely destroyed. 



This path is guarded by Komaytos, Syrens, 
and a Wave Angler. The dead end in the direction 
opposite to where the guidance arrow points 
only leads to a Monoeye playing with a jump pad 
at the bottom of a well. A Monolith hovers over 
the correct path. 




O Evade or destroy the group of Miks. Explore 
the pathway in the direction opposite to the coli¬ 
seum to find another Treasure Box. A Merenguy, 
a Fire Wyrm, and a group of Komaytos ambush 
you after you collect the box. The Merenguy 
automatically focuses the camera on himself, 
making it difficult for you to fight off the other 
enemies. Destroy the Merenguy before trying to 
fight the other monsters. 


© Don’t be too hasty and use the jump pads 
here as soon as you see them. Destroy the 
Shemums in the area, then check behind the 
smaller buildings for a Treasure Box. 


© Destroy the jar generating the Shemums as 
well as the Minos. You need the key to access 
the colosseum. 
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0 When you enter the arena, do not stand in the 
very center. This is where a Hewdraw head lands 
to confront you. Monoeyes and Gyrazers also 
descend into the arena, but try not to get too 
distracted by them. The Hewdraw head is quite 
fast for being just a head. It is able to charge 
at Pit and cause heavy damage. It is possible 
to melee the head, but generally it’s a lot safer 
to just concentrate on evading it and blasting it 
from a safer distance. Once the head is defeated, 
the other monsters quickly retreat and the way 
to the next area is opened. 


0 A Monolith whirls around the center of this 
courtyard. As you approach it, food will appear 
near it. In the direction you need to travel, a 
Mega Mussel stands guard. If you are playing 
on Intensity level 7, an Intensity gate can be 
opened in this area, leading to another Treasure 
Box. 



O Another Stackjaw appears here. Eliminate it, 
then climb the stairs near it. While crossing the 
wooden bridges, a Gloomerang blocks your path 
Destroying it will cause a jump pad to appear, 
which will launch you into a well. 



AT Shulms appear inside the well. Shooting them 
from a distance causes them to explode into a 
poison cloud. Melee attacks prevent that explo¬ 
sion. Clearing out this area of enemies rewards 
you with a Treasure Box. Climb the stairs to find 
another jump pad. 


primagames.com 

















































As soon as you land, on this platform, the 
way out is sealed and Underworld troops launch 
an attack in waves that include a Daphne, a Mega 
Mussel, a pair of Ganewmedes, a Merenguy, and 
another Stackjaw. This can be a be a tough fight, 
so look around the battlefield for any Grenades 
you can use. As soon as all of enemy waves 
are beaten, the path leading to the boss opens. 
Collect the Drink of the Gods and move on to the 
waiting Hewdraw head. 




Hewdraw Reborn 


-, 

I Min Health 

Max Health 1 

351 

V 

1755 


A relatively simple boss compared to what has 
come before, Hewdraw Reborn is primarily a 
ranged combatant. He swims around in the lake, 
occasionally leaping out to take a bite at you, or 
he rears back and uses one of his many ranged 
attacks on you. 






mm*.. 






mmm 







Hewdraw Reborn’s ranged abilities come in sev¬ 
eral varieties. He will fire a homing scatter shot, 
missiles from the scales on his back, a series of 
water spheres that bounce around Pit’s spot on 
the shore, or basic fireballs that come straight 
at you. Staying on the run isn’t always good 
enough, so be ready to dodge at a moment’s 
notice. 


and 


on 








After doing enough damage to Hewdraw Reborn, 
he will dive under the water, flinging orange energy 
spheres into the air as he swims around the lake. 
Shooting these causes them to dive straight into the 
water, and if they hit Hewdraw, they send him flying 
out of the water and onto the shore, giving you a 
chance to lay into him with your melee abilities. He 
eventually recovers from this and slips back into the 
water. However, be mindful of the purple energy 
spheres, as they turn into scatter shots that are 
aimed directly at you! 


Defeating Hewdraw Reborn is not a difficult 
task if you have a weapon with reliable ranged 
attacks. As long as you take advantage of every 
opportunity to blast him out of the water, you 
can minimize your risk during this encounter 
immensely. 
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mmmr*: the reaper’s line of sight 
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Air Battle 




When Palutena tells you that many enemies are 
ahead, believe her. A new swarm of Monoeyes 
and Miks, supported by Gloomerangs appears. 
Use a Special Attack if things get dicey. 


Hoping to evade detection, Palutena guides Pit 
toward a ravine, which you hope will bypass the 
enormous Reaper army in the valley. Take care 
to avoid hitting parts of the terrain and evade 
enemy fire. You’ll start seeing Minos and Shulms 
strewn throughout the ravine. Watch out when 
you destroy a Shulm, they leave behind a poi¬ 
sonous cloud. While it’s short lived, if you are 
too close when you take out the monster, you’ll 
definitely be poisoned by the gas. 


As you cut through caves within the ravine, watch 
out for Reapers, which are easily spotted by their 
red lasers. If you miss destroying one and pass 
it by, it will summon a Reapette to attack. You can 
get a sizeable bonus for killing all the Reapers 
inside the ravine. 


f Palutena is unable to locate Pandora, the god¬ 
dess of calamity. The source of the interference 
is a stronghold at the entrance to the Under¬ 
world, a place called Reaper Valley. This is not a 
good place to go. 


The opening parts of the battle send a variety of 
familiar faces at Pit. Things get a bit more tense 
when the angel peers into the distant terrain, 
and sees hundreds, if not thousands, of small 
red lights staring right back. Tracking lasers 
sweep across the sky. Every single red dot is a 
Reaper. 


When you reach the caves, you’re attacked by 
a Mega Mussel. Take out the three red pearls 
between its jaws quickly, as they can regenerate 
if the monster survives for too long. As you exit 
the cave, you are rewarded with a quartet of 
Recovery Orbs. 
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WALKTHROUGH 




The Reaper Fortress makes an early impression, starting you directly in front of a giant guillotine. 
Collect any food you need by breaking the bottles at the entrance, and travel down the open corridor to 
the right. 


Boss Battle 


*ou fly out of the ravine only to be faced with a 
sci-fi epic’s worth of laser fire streaking from the 
imparts of the Reaper Fortress. Do your best 
to smack down the final sets of enemies that 
c'esent a last-ditch defense and then get ready 
to crash the front gates of the castle. 


■ Treasure Box 
© Intensity gate 
★ Zodiac Chamber 


START 
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0 Reapers usually patrol slowly on set paths, 
projecting red laser sights from their eyes. 
Should they spot Pit or be disturbed by him in 
some way, they go berserk, chasing him down 
with their scythes and summoning Reapettes 
to attack. You can sneak past this Reaper, but 
if you’re feeling brave, you can go toe-to-toe 
with it. 



O Watch out for the spikes at the center of 
this area. They shoot out as you get close, and 
enemy attacks can knock you into this trap. After 
the enemies are destroyed, the gate seals are 
released. 



0 A spinning blade patrols this path. Use the 
side platforms to avoid it. 



0 Don’t jump onto the grind rail immediately, 
as you can’t come back once you do! Eliminate 
the Shelbo, then check the side path leading to a 
large boulder. Destroying the boulder grants ac¬ 
cess to a secret room that contains a large stone 
sphere. Knock that into the abyss. It will come in 
handy later. 



0 Across from the stone sphere in the hidden 
room is a ledge. You can drop down into a 
chamber filled with breakable stones, poisonous 
pools, a Treasure Box, and a number of enemies, 
including an invulnerable Orne. The Orne guards 
the Treasure Box. so you’ll need to draw it away 
and then sprint for the box. This is much easier 
to do if the other enemies are destroyed. After 
collecting your loot, destroy the stones in the 
room to find the jump pad that will take you to 
safety. 



99800 


0 The grind rail takes you to a clearing where a 
Belunka and Tortolunk attack. Destroy the Tor- 
tolunk first, then focus on the Belunka. A Shelbo 
drops once the first monsters are defeated and 
killing it will unseal all of the nearby doors. Don’t 
immediately follow where the guiding arrows tell 
you to go, explore the other areas first. 
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WALKTHROUGH 



This side room is filled with breakable coffins. 
: 5 also filled with Zurees. Destroy everything 
n the room to give yourself room to maneuver 
rthile fighting the ghosts, then check out the 
storage area that’s hidden by a coffin to find a 
Measure Box. 



O This passage is filled with Shemums and ajar 
spawning them. In the following room, you come 
across an Eggplant Wizard. Getting hit by their 
spells turns you into a walking eggplant, so do 
everything you can to avoid getting hit. 



© After the room with the Eggplant Wizard, you 
cross onto a bridge where scythes are swinging 
across one side, while a gap denies access to a 
ledge with a Treasure Box. If you hit the stone 
sphere from before, you can cross over to the 
box—just make sure the moving wall doesn’t 
knock you into the area below. 

If you do fall into the lower area, be careful while 
fighting the Zurees. Poison ponds are all over 
this area, as well as a number of spike pits. More 
importantly, however, is the fact that there is a 
Clubberskull in the room. It starts off chained 
up, so if you’re cautious you don’t have to fight 
it. If you do awaken it, be ready for a serious 
fight and don’t be too surprised if you lose. On 
any Intensity, Clubberskulls hit hard, taking huge 
chunks of health while sending Pit flying. 

One of the holes in the floor is actually a secret 
passage and a means of escaping the Club¬ 
berskull. Look for the hole emitting a white 
glow. It also leads you to a portal with a Zodiac 
Chamber! 

In the Clubberskull room, there is a jump pad 
near the hole used to get to the Zodiac weapon. 
This boosts you back to the bridge. Cross it 
while evading the scythes and get out of this 
nightmarish room. 



(£ Do not immediately take the jump pad you 
see. Instead, pass through the door just beyond 
it. An elevator takes you to the top of a tower 
where a level 5 Intensity gate can be opened. 
Come back to this jump pad once you have 
finished exploring. 



® Next to the Intensity gate, a grind rail can 
take you to another distant platform where a 
Treasure Box can be collected. 
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0 The Intensity gate guards a grind rail. There 
are obstacles in the way that can harm you if 
you hit them, so destroy them before you get 
too close. The rail leads to a small arena where 
you will be ambushed by a Shelbo and Gyrazers. 
After destroying them, continue down the long 
passage to reach a pair of Treasure Boxes. 
Reapers then appear in the once-empty passage. 
Evade or destroy them. If you just want to con¬ 
tinue forward, ignore all the enemies that appear 
and take the grind rail back to the elevator. 



® A pair of Reapers patrols this room. If you 
defeat the two Reapers in this room, a Treasure 
Box will spawn. Use the jump pads to sneak 
past them if you want, as well as to snag food if 
you need it. The exit to the room is blocked by 
a breakable crate. You enter a small room with 
another hole to drop down. 



(C This room seems like a dead end, but 
enemies soon drop down from above to attack. 
After you defeat them, Palutena creates another 
grind rail. The catch is that you need to shoot 
a series of switches on the way up to the top 
of the room to finish the rail. Take the elevator 
after leaving the rail. 



After exiting the elevator, you are in a room 
with three distinct passages. The left passage 
contains a hot spring that will fully restore Pit’s 
health; the right passage contains a poisonous 
spring that will not and it also houses a Reaper. 
The central passage takes you past a series of 
guillotine traps, leading to the exit of this chap¬ 
ter and the start of the boss encounter. 
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As soon as the Reaper leader of the fortress spots Pit in its chamber, it grows to positively titanic size. 


As Palutena informs Pit, the weak points on the 
Great Reaper are its toes, and its head. The toes 
are somewhat problematic to reach, if only that 
when the boss stomps, you can take significant 
damage. Hitting the head causes more damage, 
but unless your weapon has good range, you 
still have to wait on the upper level for the 
Great Reaper to draw close. Once you’ve done 
significant damage to the Great Reaper, his 
mask cracks and allows a stream of light to leak 
through. But he’s still not done. In a desper¬ 
ate attempt to finish you off, he might begin 
leaping high into the sky, causing a thunderous 
impact with each landing. Just concentrate your 
firepower on his cracked skull, and you’ll have 
little reason to fear the Great Reaper. 


The arena you battle the Great Reaper in is large 
enough to contain this monster. It consists of an 
upper and lower level, which leaves you plenty 
of room to maneuver. You do not want to be in 
the way of its massive scythe, which it can swing 
vertically or horizontally. The horizontal swipe 
s meant to slice Pit if he’s on the upper level, 
while the vertical slash is multipurpose, and is 
even capable of releasing a shock wave attack 
from afar. If you’re on the upper level, the Great 
Reaper can spin the scythe across that whole 
evel several times. If you intend to make your 
stand there, your dodging skills will be put to 
the test. 


The Great Reaper is not limited to its scythe. At 
range, it can fire a powerful eye laser that is so 
fast that you have to anticipate it well in advance 
to stand a chance of dodging it. If the laser hits 
you, the Great Reaper will summon a group of 
Reapettes to attack you. If you’re on the lower 
level, it can also perform a mighty stomp attack 
to unleash a shock wave that can flatten you. 
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Air Battle 


After nearly getting plastered against a pair of 
trick walls, you’re blasted down more corridors 
until you reach a section where you fly at high 
speed toward multiple sets of doors. Only one 
door in each set will open, depending on which 
side of the hall Pit is flying on. 


Upon entering the Labyrinth of Deceit, you no¬ 
tice that nothing looks like anything else found 
in Skyworld, the Earth, or the Underworld. You’re 
also attacked by a swarm of Komaytos. Red 
posts are scattered throughout the first passage, 
and should be avoided. On higher Intensities this 
can be problematic, as you’re going to be under 
heavy fire from all the enemies. 


Palutena’s navigational skills are not working so 
well here. 


With Pandora located, Pit is sent directly into her 
hidden pocket dimension. 


LABYRINTH 
OF DECEIT 
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WALKTHROUGH 




A set of revolving doors guarded by a swarm 
of Monoeyes and Monoliths can be deceptively 
hard to navigate. 


After more confusing dead ends, you reach a 
cavelike area with massive crystalline spires. 
Those pillars will reflect your shots back at you, 
so check your fire! Many enemies attack you 
during this section, so this is another good place 
to use your Special Attacks. 


If you’ve got a Special Attack charged, it’s a 
good idea to use it during the Handora swarm 
Palutena warns you about. 


Just remember to concentrate on evasion and 
shooting your targets, no matter how strange 
things get. Beware of Ganewmedes that are 
hiding among a group of enemies. They cause a 
lot of damage very quickly with the spiked balls 
they shoot out every time you shoot them. 



When you reach this pair of jump pads, you’re 
close to the end. 


- 

You can choose which jump pad 
you leap from by being on the left 
right side of the screen. 




The last stretch can be pretty rough, regardless 
of whichever jump pad you picked. If you still 
have a Special Attack ready to fire, you can clear 
out the swarms of enemies before they combine 
into something more dangerous. If you do make 
it this far, congratulations, you just got through 
the front door! 
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The Labyrinth of Deceit has already tried to throw Pit for a loop several times before he even landed. Expect more optical illusions and other trickery as you 
plunge into its depths. 



O The room directly after the first door contains food to regenerate health with, so don’t waste any special items to heal yourself right away. Skuttlers and a 
Bluster are the first to greet you in the labyrinth. Jump pads in the room can take you on top of the floating platforms, where a Poison Card can be collected. 
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The next two rooms each have five doors, but 
only one door in each room allows you to push 
*arther into the labyrinth. The correct doors are 
narked “II.” The incorrect doors sometimes 
send you on a loop back to where you started, 
or may even contain a bottomless pit. Many 
other doors will make a warning tone before 
swinging open to try to hit you. It’s possible to 
evade that. 

The two door rooms contain a mix of Skuttlers, 
Monoeyes, and Miks. A Merenguy is part of the 
enemy ambush in the second door room. 



O After the Girin room, you enter a section of 
the labyrinth where the walls move of their own 
accord. When you reach the U-shaped room, 
you have to wait until the moving wall allows you 
to pass into the next hallway. Beyond this, the 
next room greets you by having a Skuttler open 
fire on you from across a seemingly impassable 
chasm. Wait for the walls to move and reveal a 
roundabout path to the Skuttler and the Treasure 
Box it protects. 



A Girin is burrowed in the floor, waiting for 
you to get close before it strikes. The best way 
to grab its attention is to shoot at its claws. 
When it leaps up to strike, use a melee dash at¬ 
tack to stun it. Destroying it will bring a Skuttler 
and a pair of Miks to attack. 
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0 After the moving walls rooms, an Exo Tank and a 
convenient test track on which to drive it are next. Hop 
in and practice driving it around. Skuttlers and Leox are 
wandering the racetrack. If you eliminate them all, a 
Treasure Box will appear next to the room’s exit. Before 
you leave, be sure to snag a second Treasure Box from 
a raised platform by using the Exo Tank to boost as 
you jump off the ramp on the track. 



0 The rotating platforms in this next room can 
be reached by leaping across the gaps. Wait until 
you see green siding on the rotating platforms 
before dashing at them. Pit will automatically 
leap for you. Complicating this is an Octos that 
fires it’s poisonous gas cloud rings at Pit. Try to 
take it out before you make any jump attempts. 

The more difficult-looking jumps in this room are just 
before the exit, as the platforms spelling out “Pandora” 
can deceive you with how close or far they appear to be. 
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O The trampoline room is quite dangerous 
because all of these platforms sit over a chasm. 
Pit loses a large chunk of health with each fall, 
and once you bounce off a trampoline, you can’t 
simply turn on a dime in midair. Watch out for 
enemies, such as Skuttlers, Monoeyes, or Armin, 
that try to knock you off. 



1 When you reach this point, you’ll notice the 
platform has two trampoline corners. If you use 
the right corner to reach the platforms floating 
in that direction, you’ll be on the side path that 
leads to a level 4 Intensity gate. There are three 
Treasure Boxes inside. The center is a trap, while 
the two flanking it contain a random item. You 
can select only one box; the others vanish. 



159200 


in case you haven't noticed, this isn't 
the Ask Auntie Pandora hour. 


Olf you’re playing on Intensity 8 or higher and 
you’ve made it this far, there is another Intensity 
gate in this chamber for you. Notice on the map 
the triangular platform where all of the edges 
are a trampoline pad? If you land underneath it 
from the platform marked 9, the gate is hidden 
underneath the triangle pad. Inside is another 
Treasure Box, as well as a neat reference to the 
original Kid Icarus game. 



56290 


(£ Exiting the trampoline room can be difficult. 
You don’t have a lot of control in midair after 
bouncing off one of the pads, and you are 
harassed by various enemies. Every fall into 
the abyss adds up very quickly. For the last 
set of jumps, do what you can to clear out the 
monsters first before trying your luck. It helps 
to carry as much momentum going forward as 
possible. 


The last platform before exiting this room is 
particularly nasty. A Specknose guards the door, 
and can shoot you in mid-bounce, sending you 
potentially into the chasm. Worse still, the tram¬ 
poline pad just before it has a Monolith orbiting 
around, which may force you to move faster 
than you are prepared for. Try to destroy the 
Specknose, then build some speed by bouncing 
around the pad before you try for the exit. Phew! 



(D After that last room, the second Exo Tank racetrack feels like a walk in the park. Follow the course 
and blast anything that gets in your way. After the first lap, a ramp appears at the starting line. Use the 
Exo Tank boost launch yourself up to the platform above. If you boost at the end of the ramp up, you 
can launch yourself up to a Treasure Box on the platform above. 
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I This last room is filled with invisible walkways. 
As a rule, every time you’re about to leave solid 
ground in this room, shoot at the chasm directly 
in front of Pit. The invisible path you shoot at 
will fade eventually, but you can continue to 
shooting at it to keep it revealed. Skuttlers, Girin, 
even Shildeen will try to block your path. 

There is a Treasure Box in this room, but it is 
protected by an Orne, and getting past it can be 
difficult, given how thin the invisible walkways 
are. After traversing this area, you are at the 
door leading to Pandora and the Mirror of Truth. 
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She will frequently attempt to dive into the 
ground and close the distance with Pit. When she 
bursts back up, she hits everything around her. 
It’s possible to dodge this if you’re spot-on with 
the timing. 



After a short fight, Pandora concedes defeat 
and reveals the Mirror of Truth to Pit. Palutena 
orders him to destroy it. 



Wait, what—? 

A Dark Pit approaches! Pandora seems pretty 
confident that you’re finished. 



Except Dark Pit has other ideas. He joins you 
in the second half of this battle, and it’s a 
good thing that he does so. Pandora is very 
disappointed with him and she means to take 
that out on both angels. When she turns bright 
orange, being close to her is dangerous, and 
she tries to suck you in closer to her to light you 
on fire. She moves much faster, and teleports 
more often, but still provides bombs for you to 
hit her with. It’s possible to mix it up with her in 
melee combat, but it is safer to stay at a distance 
whenever possible. Keep up the steady pressure 
and eventually Pandora’s fires are put out. 




After the battle, Dark Pit takes Pandora’s fading 
powers for himself, and to add insult to injury, 
he gains the ability to fly freely. The situation 
is getting out of hand. Dark Pit has all of the 
skills that the real Pit has, and if he’s working 
for Medusa, the battles are going to get more 
desperate from here on out. 
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Dark Pit wastes no time, ambushing Pit the mo¬ 
ment he steps through Palutena’s passageway. 
After a heated exchange, Dark Pit breaks free, 
Deginning a wild chase through the skies, and 
eventually through legions of Underworld Army 
troops. 
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At first, it’s a simple duel. Dark Pit is an agile 
target who is difficult to draw a bead on. He 
quickly shifts between dose-range and long- 
range combat. Keep the pressure on him as 
best you can. When he gets close, make sure 
you’re pounding him with melee attacks. When 
he falls back to snipe at you, dodge his shots 
and respond with charged blasts. You can even 
break out your Special Attack if you’d like. You’ll 
know you have done enough damage when he 
staggers and gives up some hearts. 


Watch out for the Vakloom as well. Force it to 
unleash its beam attack by letting it absorb your 
shots, then continue to fire on its head while 
it recovers. If you’re feeling overwhelmed by 
other enemies while taking down the Vakloom, a 
Special Attack can help. 


Eventually, Dark Pit has had enough of the 
battle—for the moment—and he flees below the 
clouds. Pit doggedly pursues his twin and finds 
himself suddenly facing down a determined 
Underworld offensive. Splins and Shrips are 
among the first to join in the fun. While all of 
this is going on, Dark Pit will swoop in through¬ 
out the entire battle to take a few cheap shots, 
so always keep an eye on Pit’s position and be 
ready to make emergency dodges if necessary. 


When you see the Snong appear, do whatever it 
takes to finish it off as quickly as possible, going 
even so far as to drop a Special Attack on it. Its 
fists home in on Pit and cause heavy damage 
when they strike. All it takes is a moment’s 
distraction for the fists to land a solid hit. 


Watch for Paramush to be 
dropping in while you’re 
busy with larger and faster 
targets. They’re slow enough that 
you can easily pick them off and keep 
the skies a bit clearer. 
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Yet another threat seen in this Air Battle, a 
swarm of Petribombers, tries to move in close 
to you. Taking them out will result in a damaging 
explosion, so try to make sure you do them in 
from afar. 



You’ll come across some recovery orbs as you 
enter a ravine, and there’s a good chance that 
you’re probably hurting for them by now. 



Eventually, Dark Pit commandeers a Zurret, and 
uses it as a sniping platform. Try to keep your¬ 
self out of his sight, using any terrain Palutena 
parks you near to save yourself some grief. 
Eventually, you move in close enough to take 
out his makeshift weapon, and Dark Pit will once 
more flee to safety. A last wave of enemies tries 
their luck as you pursue him, but once you get 
past them, you take the fight to the ground. 


Land Battle 


Having chased Dark Pit to this secluded mountaintop, a duel of wits and skill is inevitable. Following 
Underworld troops, you can find where Dark Pit has holed up and engage him in combat. Take a look at 
the map below and note how from the central hub, there are four distinct locations to visit. Within those 
areas, Dark Pit awaits. 



■ Treasure Box 
@ Intensity gate 
★ Zodiac Chamber 


Boss Battle 




This stage can be very short on lower Intensities, with Pit only needing to beat his twin _ 
only once or twice somewhere on the mountain before Palutena creates the grind rail that 
leads to the final battle. There’s no way to know in advance where Dark Pit will be, which 
means you may be coming back to this stage multiple times to try to locate the Zodiac weapon. 
At Intensity 9, you will have to hunt down Dark Pit four times before the final duel can begin, 
meaning you’ll go to every part of the mountain. It’s a chance to collect good loot, but Dark Pit 
is not an opponent to take lightly. 


juuji- 

After every duel with Dark Pit, look 
around the area where you fought him 
to find newly spawned boxes full of 
items or equipment. 


'ir 
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-- s dried-out fountain acts as the central hub for the whole map. From here you can watch to see where Underworld troops are headed, and then follow 
to Dark Pit’s location. After enough successful battles against Dark Pit, Palutena will tell you to return to this location and will create a grind rail for you 


: :~ase the copy down one last time. 



The underground chambers of a forgotten temple is one of dueling locations. It’s a dark place with many pillars that can be used as cover. This can be a 
•: jgh battle, if only for the fact that Dark Pit uses a powerful club weapon. Watch out for the massive energy attacks his club can fire. On any difficulty they 


an strip a huge amount of health in a single hit. 

--is area is especially important, for after the duel, a hidden passage will open in one of the darkened corners of the room, leading to the Zodiac Chamber, 
-^fortunately, it opens only if you have defeated Dark Pit in this area. 

This altar is another of the dueling locations. Dark Pit is armed with a cannon for this battle, making long-ranged combat a tough proposition for you. Try to 
r c k dose to him for this fight, but always be ready to dodge at a moment’s notice. Even at point-blank range, the cannon is a deadly weapon. 



O This winding mountain path would be the 
perfect place to set up a long-ranged ambush 
and that is exactly what Dark Pit does. Standing 
at the very top of the mountain, armed with a 
sniping staff weapon, Dark Pit harasses you 
with constant sniper fire that is both accurate 
and painful. The whole while, Underworld troops 
have forgotten their animosity toward the copy 
and attack Pit during the whole climb. 



Partway up the mountain pass, a Merenguy 
will force you to target him, meaning your back 
is turned to Dark Pit. Destroy this monster as 
quickly as possible before Dark Pit can draw a 
bead on you. Once you get close to him, pound 
him until he retreats to another location, then 
use the jump pad that appears for a quick means 
down the mountain. 


0 This open valley has little in the way of cover, 
but if Dark Pit has fled here, this will be your 
chance to climb aboard a Cherubot! This mech 
sports a rapid-fire cannon and a powerful melee 
attack, meaning it can make short work of any 
Underworld goons that try to interfere with the 
duel. As for Dark Pit himself, while he is at a 
serious firepower disadvantage to the Cherubot, 
he is still light on his feet. You can destroy the 
glowing boxes on the field to unleash a massive 
explosion that can stun the copy and allow you 
to get closer for melee, or you can keep raining 
bullets on him from afar. 



Once you have beaten him enough times, Palute¬ 
na will call you back to the central fountain. She 
has created a grind rail that takes you to the real 
boss battle. 
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Pittoo is an adaptable fighter. With his bow, he 
can fight effectively at any range. If he can see 
you, he can send barrage after barrage of hom¬ 
ing arrows after you. Thanks to his superior pow¬ 
ers of flight, Dark Pit can easily fly away from 
the platforms to relative safety, which can be a 
real hassle if you’ve brought a weapon with a 
meager ability at ranged combat. Take advantage 
of every moment you can get your hands and 
shots on him. 

More common on higher Intensities, Dark Pit 
also has a high-speed charge attack that can 
send you flying. However, if your aim is steady, 
it’s possible to shoot him out of this attack and 
force him to retreat back into the sky for arrow 
barrages. 


Min Health Max Health 


200 I 1000 


After beleaguering Pit throughout this entire 
chapter, Dark Pit has decided to make his stand 
atop a series of platforms high above the land. 



Watch out for when Dark Pit begins charging an 
attack that targets almost the entire platform 
you’re currently standing on. You’ll be able to 
tell by the pink and purple energy field that be¬ 
gins building up on the platform and from Dark 
Pit himself. If you don’t get to safety fast, you 
can expect to take some heavy damage. Seek out 
a new platform; use the available jump pads as 
necessary. 



After taking enough of a thrashing, Dark Pit does 
his best impression of a Soufiee and retreats. 
Palutena reminds Pit that Medusa is the bigger 
threat, so for the moment the copy situation will 
have to wait. 
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I wouldn't allow.anyone else to part 


CHAPTER 7: THE 


Air Battle 


PAIRKCE 


'-ough the Dark Pit issue is left unresolved, 
r = jtena needs Pit to focus on the Underworld 
Vmy once more. Today’s target is Tanatos, the 
Sod of Death himself. He leads Medusa’s inva- 
s on of the sea, and so Pit must cross the des- 
t ■ t enter the sea, and take from Tanatos the key 
the Underworld. Right away, you encounter 
“r r ce resistance. Expect pretty much everything 
you've seen of the Underworld Army thus far. 

On higher intensities, this is one of the 
hardest Air Battles of the game, and you 
may find yourself practicing this battle 
repeatedly. A level 9 Intensity gate is at the 
start of the Land Battle of this chapter, but 
don’t feel too bad if you can’t make it on 
your first go. 


When you arrive at the sea, Palutena parts it us¬ 
ing her Mystical Powers of Sea-Parting ... which 
really just involved a call to Poseidon, the god 
of the sea. This also marks the beginning of one 
of the hardest sections of the Air Battle. Zurrets, 
Toxiecaps, Octos, Brawny Claws, and Gyrazers fill 
the tight passages of the parted seas, and just 
trying to dodge everything they throw at you 
can be very difficult. Use your Special Attacks 
if you’re feeling too much pressure. Consider 
it a reprieve when Palutena says it’s time to 
go deeper, as the enemy numbers thin out 
considerably. 


You eventually pass through a cave network 
that leads to a city that was sunk by Poseidon. 
If you’re low on health here, Recovery Orbs will 
arrive as you pass through the ruins. 



Watch for a Snong shortly after Palutena an¬ 
nounces you’ve arrived at the ocean floor and 
prioritize destroying it as quickly as you can. The 
Seafloor Palace is not very far from where you 
encounter this monster, so just hold on for as 
long as you can. 
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FINISH 


Boss Battle 


m Treasure Box 
© Intensity gate 
* Zodiac Chamber 




0 The first room you appear in already has you being targeted by Wave Anglers. If you’re low on health coming in from the Air Battle, pick up the nearby 
food supplies. This room also contains the level 9 Intensity gate for players who managed to survive that particular trial in the Air Battle. Once you clear the 
room, you can climb the stairs and move on, or if you’re at Intensity level 9, you have another option. 
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WALKTHROUGH 



Beyond the Intensity gate, players can collect 
:■ eir treasure reward if they are able to defeat 
re group of enemies waiting for them in this 
*:om. There is one serious catch: A large portion 
:* the floor routinely becomes electrified, and 
re Shelbo that starts in this room will constantly 
ry to pull you into that danger zone until it is 
:ealt with. Once the Shelbo is out of the picture, 
re Handoras and Zurrets become less of a chal- 
enge to deal with. After looting the room, you 
:an climb another set of stairs to the next floor, 
ru're rewarded with a Drink of the Gods and a 
. ghtning of Judgment. Use that to make short 
*ork of the next wave of enemies. 



© Wave Anglers and Gyrazers open the enemy 
ambush here. After you deal with them, two jars 
appear, spawning Shemums, while an Armin tries 
to hold down the center of the room. For the 
second wave, make killing off the Shemum pots 
the first priority. Their poison can potentially do 
more damage in the long run. 



© The three grind rails here all take you to the 
next section of the temple, but only the red rail 
leads to a Treasure Box. It isn’t safe just to follow 
a single rail the whole time, as electric barriers 
will appear on each track, forcing you to switch 
between rails. Remember that the only time you 
can switch rails is if they are close enough to 
each other. 



© After the rail ride, you’re dropped down into an¬ 
other room where the floor is full of drainage holes 
for the water on the floor. If you get close to one of 
the holes, the current will pull you close; falling into 
the drains will cost you health. The Shelbo in the 
room is especially dangerous, as its suction attack 
can drag you into one of the drains. Octos also use 
the drains as cover from your attacks. Clearing the 
room grants access to an elevator that returns you 
back to the beginning of the temple, with a new 
route to take. Clear out all of the newly spawned 
Underworld goons before taking the new path. 



© An icy floor in this room makes it tough to fight the 
two Snowmen near the exit. Do what you can to avoid 
being caught in their ice beams. You’re frozen in place, 
but continue to take damage from the beams until they 
subside. If both catch you on higher Intensities, you 
might very well be finished before they let up. 
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© The icy room leads to an elevator. The ride up 
is not peaceful, as a pair of Handoras are trying 
to get the drop on Pit. Once you reach the third 
floor, food appears near the exit. 


Another icy room houses a pair of Snowmen. 
Fortunately, a Flame Card is also located in the 
room, and it can help melt them down in short 
order. There is also a Rock Bomb near the center 
of the room that can instantly destroy the Snow¬ 
men if they are close enough. 


Now, on a walkway three floors above the start¬ 
ing area, you’re attacked by a Shelbo. To the left 
of the Shelbo is a small side room, but we’ll get 
back to that. If you push past where the Shelbo 
was, you might notice two boxes you can grab. 


The closest of them is actually a Mimicutie! Stay 
away from it. The street fighting techniques at its 
disposal are devastating at close range. 


In this case, Pit was not so ready for the Mimicu¬ 
tie, and was kicked into the side chamber, where 
you must fight a Pluton and some Shemums. 
After they are done for, food and a jump pad will 
appear, taking you back to the walkway. 


The other box is out in the open on the bridge. 


But a trap door denies you the goods and you 
fall down to the second floor. Cross the bridge 
and go through the door. 


O A level 4 Intensity gate guards an icy slope 
into a room with a pair of Frozum guarding some 
treasure. An electric sphere also orbits the room. 
You may be tempted to stay on the slope to 
snipe the Frozum, avoiding their area of effect 
ice spells. 


After the Snowmen are defeated, a Frozum ap¬ 
pears. Don’t give it a chance to start channeling 
the cold—the effect will fill the entire room, 
freezing Pit while causing damage. 
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WALKTHROUGH 



A Sumbledrop spawns on the slope near the gate 
t-trance and can potentially knock you right 
-:o the Frozum just as they are casting their 
_:e s. Ignore the Bumbledrop until you’ve taken 
:the Frozum first! After all the enemies are 
: eared out, collect your Treasure Box and head 
rack up the slope. 



Two electric sparks and two Commyloose 
protect the smaller walkways that are filled with 
-earts. 







See that mollusk-like enemy? Ifs called 
a Vakloom. 



Vaklooms absorb your ranged attacks until 
ney unleash a powerful beam attack. Once the 
:eam subsides, they must take a moment to re- 
^perate. You can prevent them from using this 
attack by focusing melee strikes on their arms or 
tail. Try clearing out the Octos in the room first, 
-st to avoid complications. 



After the Vakloom is destroyed, Ziks and Zaks 


appear. These snakelike foes are fast and have a 
pack tendency to follow the largest of the group 
during an attack, the Zik. If you kill the Zik, all 
of the Zaks will panic and try to flee. Take the 
elevator out of the room. 



(D The elevator turns into a moving platform 
that slowly traverses this next section. Falling 
off the elevator, or any of the ledges, will cost 
you health and place you back at the start of the 
corridor to run the gauntlet from the beginning. 
Your first major obstacle is a gust of cold air. To 
avoid it, climb onto the ledge across from the air 
vent and wait for the platform to pass it before 
jumping back aboard. 



The trip to the next ledge is a bit more danger¬ 
ous. A Skuttler will try to snipe at Pit from afar. 
Don’t get overzealous with the dodging, you 
stand a better chance of just falling off the plat¬ 
form. Use smaller movements, and countersnipe 
the Skuttler when you’re in range. Climb onto 
the ledge and take the Treasure Box. If you miss 
your original platform, another one will arrive in 
several seconds. 



® Watch out for the Bluster guarding the exit 
to this room. It’s best to take it out before you 
jump back onto the moving platforms. The exit 
will warp you back to the third floor, on the op¬ 
posite side of the bridge where the trapdoor was 
triggered. Collect the box before stepping onto 
the elevator. 
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(£ Finally, you’re at the door to Thanatos’s 
chambers, but the Underworld still has one 
more fight to give you before you can take on 
the boss. Ziks, Zaks, and Shemums swarm you 
as you enter this hall. After they are destroyed, 
a Stackjaw bursts into the center of the room, 
flanked by Skuttlers. 



A Bumbledrop and Shelbo join in, followed by a 
Snowman, a Frozum, and a Mega Mussel. After 
the last monster falls, the door to Thanatos is 
unsealed. Collect the Drink of the Gods and 
proceed through the unsealed door. 


The addition of an “h” in his name isn’t the only improvement the death god has received. Thanatos is 
a wily opponent, able to shift between multiple forms freely depending on the situation ... or his mood. 
Each form has its own attacks, strengths, and weaknesses. 



In his basic form, Thanatos casts ranged magic 
attacks at Pit. The faster barrages don’t home 
in, but the larger shot he fires does. It travels 
slowly enough that you can outrun it, but it can 
pursue you for quite some time. In this form, 
hammer Thanatos with your best ranged attacks, 
but if your weapon is good in melee combat, 
Thanatos’s standard form is not as threatening 
as his others. 



Thanatos can turn himself into a sword sur¬ 
rounded by floating spears. While you can sit from 
afar and shoot him, there’s a method to make this 
form easier: Wait until the spears stick themselves 
into the ground while trying to stab Pit, then draw 
Thanatos close to you. Dodge his ensuing swings. 
If he clips one of the spears, he can stun himself, 
allowing you a few free hits. 



The urn form of Thanatos increases his defenses 
significantly. While it is possible to wear him 
down with regular attacks, it takes a long time. 
The skulls he constantly pours out of his body 
can be knocked back at him for more damage. 
Beware the red skulls, as those explode if you 
hit them. 



In his bat form, Thanatos can shift into a swarm 
of bats that can be quite harmful on the offen¬ 
sive and also serves as a means of teleporting 
to evade your attacks. If you’re lucky enough 
to get close to him before he shifts, he can be 
beaten out of his bat form rather quickly. 


62 


primagames.co 













































































Min Health 

Max Health 

150 

600 


- s doll form is quite harmless from a distance 
rd defeating it is like a simple puzzle. Each 

• - e you hit the correct doll (marked by an 

: *=nge gem on its front), it splits into another 
;ajr of dolls. The next doll to attack will always 
:-r :ne smallest of the dolls. Eventually, a mini- 
~"anatos leaps out of one of the dolls. Attack 

* and Thanatos will quickly switch out of this 
*:"n. As long as you stay at a safe distance, you 
rould be able to get through this encounter 
.-scathed. 

jne form you may not have a chance to see at 
: wer Intensities is his foot form. Transforming 
~:o a gigantic foot, Thanatos will chase you 
round the room, trying to step on you. Don’t 
re anywhere near it when it lands. It’s strong 
r ough to knock Pit over with each step. 
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Eventually, Thanatos will return to his original 
form. He will be more aggressive with his spell 
blasts, but at this point, he’s on the ropes. After 
Thanatos is defeated, he leaves behind his 
Underworld Key. The final battle with Medusa is 
close at hand! 







































uprising 


GHARiliER TS: THE SPACE PIRATE SHIP 


Air Battle 


Pit wonders why Palutena isn’t guiding him directly to the Underworld to face Medusa. The answer is that they still need to find 
the Three Sacred Treasures, which he used to defeat the evil goddess a quarter of a century ago. Palutena guides Pit toward the 
heavens as she reluctantly explains that the Sacred Treasures are now in the hands of Space Pirates. 


After the hectic Air Battle intro to Chapter 7, this is a considerably more relaxed start. The whole assortment of Underworld goons you’ve met so far are 
present, but they don’t come at you with quite the same numbers right away. When you finally crest the clouds, you’re introduced to a flight of Remo- 
blams and Remoblamlings. The Remoblams are the ones with two orange spheres pointed upward. Shooting the Remoblams sets off an explosion that can 
take out the Remoblamlings. Just do that at a safe distance. 


The Space Pirate ship leaps from the space- 
waters after you encounter a greenish bar con¬ 
necting two stars in the sky. If you fly above this 
bar, you begin your pursuit of the pirate vessel 
in the air. If you pass underneath the bar, the 
ship lands on you, sending you into the waters 
to deal with more Underworld enemies. 


Either way, blast your way through the enemy 
while Palutena brings you closer to the ship. 
Don’t be alarmed by the impressive light show 
it’s throwing out, and concentrate on what the 
Underworld Army is firing at you. Eventually, 
Palutena finds you a perfect spot for a rough 
landing. It’s time for some piracy of your own! 


Be prepared with a Special Attack when Ganew- 
medes get involved. Their spike attacks, coupled 
with the growing swarms of Remoblams, can put 
a serious hurt on Pit. Look out for Syrens and 
Splins as well. 


The vast Galactic Sea spreads out before Pit. 
Deal with the attacking Belunka and Gyrazers it 
spews until you take them down or they flee. 


rig 
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WALKTHROUGH 


Land Battle 




START 


Boss Battle 


FINISH 


Hot Spring 


M Treasure Box 
Intensity gate 
★ Zodiac Chamber 



Now inside the pirate ship’s hull, an incompre¬ 
hensible language blares out from the overhead 
speakers. The Pirates know that Pit has arrived. 
In order to recover the Three Sacred Treasures, 
you’ll have to contend with both the Underworld 
Army, as well as the Space Pirates who want you 
off their ship. 



O The first encounter with Space Pirates can be 
tough. A series of ledges overlook the entrance 
to this room, and the Pirates use the elevated 
positions to snipe at you. You’ll have to go level 
by level, using jump pads if your weapon range 
isn’t up to snuff. 
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After defeating all of the Pirates, don’t leave the 
room right away. At the bottom floor you can find 
a jump pad in a disabled elevator shaft that takes 
you to another walkway and a Treasure Box. 



The hallway beyond the first pirate battle con¬ 
tains two more Space Pirates to defeat. 



O The walkway to this room spirals down to a 
lower level. Space Pirates will attempt to block 
you at every turn of the walkway. Remember that 
the blue Pirates prefer ranged combat, while the 
gold ones will rush for melee battles. Food can 
be collected along the walkway if you’ve been 
getting roughed up, so it doesn’t hurt to follow it 
to the bottom of the room. 



Defeating all of the Pirates here rewards you 
with a Treasure Box at the center of the room. 



0 The battle for the generator room is divided 
into two parts. A set of Pirates will appear as 
you enter the room, and the way forward is 
sealed until you defeat them. Crossing into the 
other half of the generator, the seals reengage 
until the second wave of Pirates are taken down. 
An X Bomb can be found near the room’s exit. 

Try not to use it for the fights here unless you’re 
having trouble. You can always take the bomb 
with you for a later encounter. 



O The elevator ride here is uneventful until you 
reach the top floor. Pirates drop down from the 
roof to ambush you. If you’ve got that X Bomb 
from the generator room, this is the place to 
use it. 



0 A pirate ambush here goes very badly for the 
Pirates when a Belunka breaks through the hull 
and begins pouring in Underworld Monoeyes, 
Miks, and Gyrazers. 

0 Don’t miss this level 6 Intensity gate, the 
room beyond it contains a Treasure Box. 
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WALKTHROUGH 




The storage vault has been attacked by the 
.^derworld Army, and the Space-Pirates are 
smuggling to contain them and Pit. The vault 
s split into three separate levels, and you’ll 

* ant to explore thoroughly, as there is a Zodiac 

• eapon chamber in this vault. The first floor is 
n dominated by Pirates. Advancing toward the 
rack of the room causes a Snowman to appear. 

: u can either fight the Snowman or take the 
-mp pad up to the second floor. 



~-e second floor is filled with Underworld goons, 
-eluding a Snong that is supported by a Skuttler 
5 - ping from one of the storage containers. 

I estroy them all, but do not take the jump pad 
:: the third floor right away. You’ll miss out on 
re Zodiac weapon! 



If you continue past the container the Skuttler 
was mounted on, you’ll find that you can leap 
back down to the first floor into a section that 
was blocked off by the storage containers. 

It’s here that you’ll find access to the Zodiac 
weapon. Take the jump pad that appears back to 
the second floor, then take the jump pad up that 
leads up to the third floor. 



A Daphne and a Gloomerang are the last bit of 
Underworld resistance in the vault. Take them 
down and proceed through the door that the 
Daphne guarded. 



O Skuttlers attack you in this corridor, but the 
big threat here is the Colin and Phil duo. Colin 
is the large golden, armored soldier, and Phil is 


the tiny monster that accompanies him. Colin will 
shoot Phil at you like a projectile, and hitting Phil 
back at him is the only way for you to hurt the 
caped soldier. It might be safe to eliminate the 
Skuttlers first. 



O Be very cautious on these walkways! There 
are no guardrails here for safety, and falling into 
the sea costs you health. 
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(£ This corridor starts off lightly defended. 

You find a switch to open one door, then enter 
a room with two switches. On either side of the 
exit are a set of doors from which Space Pirates 
will emerge to cause Pit some pain. It’s possible 
to disable both doors to prevent more Pirates 
from arriving. After you hit the two switches, 
continue moving forward. 



(D The next room has another pair of switches to hit. 
Switch 1 allows access to a trio of Treasure Boxes. Be 
careful! While the box in the center is not booby-trapped, 
the other two are, and they send out a barrages of energy 
bolts when you get close to them! The best way to get 
them open is to simply sprint past them. If you’re far 
enough away, the bolts dissipate before reaching you. 




® This is another wild walk on the outside of 
the ship, only this time there are a lot more en¬ 
emies to be concerned with on top of the threat 
of falling. The Pirates and the Underworld troops 
are really going at it. The Mega Mussel, Splins, 
and a Boogity are all bad enough, but when the 
Belunka appears and drops a Clubberskull on the 
walkway, you know it’s time to leave. 



Fortunately, the Clubberskull starts off more 
interested in the Pirates, and leaps off the ship 
after them. 
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Switch 2 opens the way to the next section. Be 
sure to check out the hot spring for some healing! 
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WALKTHROUGH 



I This is the start of a long grind rail ride. Pay 
mention to your surroundings and make sure 
"5 enemy doesn’t get a chance to shoot you 
* - ie you fly around the ship. 



I The control room is the site of another battle 
r-etween the Pirates and the Underworld. Make 
s-re that the only winner here is Pit. 



A Belunka appears in a hull breach, dropping off 
Skuttlers. 



Another Colin and Phil duo also makes an ap¬ 
pearance here, supported by Monoeyes, Miks, 
and Gyrazers. Once the enemy here is sup¬ 
pressed, the door to the command center opens, 
revealing another Clubberskull taking on the last 
of the Space Pirate defenses. 



© A Treasure Box can be found here, protected 
by a security barrier. Four switches are also 
found in the room, and only one will open the 
security barrier. The others call down more 
Space Pirates to fight. 



The Pirates here are doing their best to gun 
down the Clubberskull, and it doesn’t hurt to 
help them out in this instance. After the Clubber¬ 
skull is defeated, finish off the Pirates and you’ll 
earn a Treasure Box. 



Take the Drink of the Gods at the exit elevator. 
You’ve made it to the boss! 
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The Captain of this ship is none too pleased about your presence. 
You should prepare for a— 






































csisEsm 


Body: 200 Tentacle: 100 


Max Health 


Body: 1000 Tentacle: 500 


r :e the tentacles have been dealt with, the Kraken 
i.i'5 its ugly head up to face you directly. Watch 
j* *or the laser spread that it shoots from its 

*es. as well as the much larger superlaser from its 
outh that it sweeps the deck with. It is possible to 
: :ge through these attacks with careful timing! 


Occasionally the Kraken tries to body slam the 
whole deck in the hopes of crushing you. It’s 
possible to evade this attack, which puts you 
in prime position for melee combat. Exploit the 
strengths of your weapon and stick to your most 
effective attacks to be safe, and you’ll eventually 
have way too much seafood to eat by yourself. 
With the Sacred Treasures recovered, the time to 
battle Medusa is finally at hand. 
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~ re Captain out of the picture, you now must deal with an enraged space 
i‘ en that threatens to drag the whole ship down to the bottom of the Galactic Sea. 


The Kraken also cuts loose with a barrage of 
fireballs from its mouth. You have to side dodge 
these, Trying to dodge through them head-on 
usually means you get hit by the follow-up 
fireball. 


~* *e ~'st part of this battle is relatively simple. You need 
i • r. every arm of the Kraken that is flailing around the 
. -: •= ship until they retreat below the waters. They will 
r :: smash you flat against the deck, and sometimes 
> ce across the whole platform to hit you. Be aggres- 
. e and chase down the arms, landing dash shots or 
f er melee attacks if you get close enough. 
























































Understood! 


This is it. The final confrontation with Medusa. 
Equipped with the Three Sacred Treasures, you 
may start to feel a little overconfident, just like 
Pit. The regular rapid fire blasts make short work 
of most enemies, and the charged shot homes in 
on anything on screen for a short period of time. 


Ornes will try to make lethal contact with Pit in 
the passage at the bottom of the ravine, but the 
Arrows of Light can destroy them utterly. 


As soon as you dive into this ravine, be very 
careful. The Trailtails alone are not very danger¬ 
ous. It’s the Shootflies that you should be afraic 
of. They react to ANY shooting on your part, 
ramming into you at high speed. Complicating 
things are the other enemies that float into viev. 
and try to take their own shots. Melee them if 
you can, and if you do shoot, try to make it a 
charge shot that is aimed at the Shootflies and 
hope that you destroy them all before they rus^ 
you. Or you could use a Special Attack. 


MEDUSA’S 
FINAL BATTLE 


Air Battle 
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WALKTHROUGH 




The Underworld Gatekeeper floats into view and 
begins to unload its impressive arsenal at Pit. 

As long as you keep moving and pay atten¬ 
tion, despite the sheer variety of weapons at 
its disposal, you can avoid the worst of what 
the Underworld Gatekeeper has to offer. The || 
rapid-fire Arrows of Light tend to lock onto the 
Underworld Gatekeeper’s weak points, so use 1§ 
that to determine whether or not you’ve missed 
a spot. Eventually, the guardian will fire emerald 
shields at Pit constantly in an effort to protect 

itself... m mi mMi 1 


Medusa shows herself to taunt Pit once more, 
but she’s not joining the fight just yet. g 


Only to receive a solid boot to the head from UjJ 
Pittoo, who STILL wants to pretend to have no1| 
true interest in helping out Pit or Palutena. With 
the Gatekeeper no longer an issue, Pit heads J| 
straight for the Underworld Castle, 


V jou’re replaying this stage, it 
b possible to choose not to equip the 
Tkree Sacred Treasures, which makes 
■arts like this a little more difficult. 


i~atos’s Underworld Key shines brightly and 
:. 'e thrust into the Underworld. Syrens and 
■>:-:eyes greet you upon arrival, with a Vakloom 
arr . : ng support. Return the greeting with a 
li-rdal Attack, if you can. 


Suddenly, a ray of light blasts a group of foes 
from off-screen. It’s Pittoo! Despite not acting 
like he wants to help, he seems determined to 
destroy as many Underworld Army troops as 
possible. 












































Land Battle 


Boss Battle 


Boss Battle 


Boss Battle 


EXIT 


Mimicutie 

9 


Pandora 

START 


EXIT 


Twinbellows 


Twinbellows 

START 


Hewdraw 

START 


Pandora 


Hewdraw 


START 


S Treasure Box 
© Intensity gate 
★ Zodiac Chamber 
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WALKTHROUGH 




C The first part of the castle is a room with 
*- r ee distinct doors. Each door has a statue rep- 
-esenting a boss that you’ve already overcome: 

‘ .inbellows, Hewdraw, and Pandora. At the 
:enter of the room is a hot spring that you can 
_se between each battle. Once you enter one of 
*"ese doors, you will be transported to a small 
e.el that looks similar to the chapter in which 
ou originally encountered each boss. There is 
-: correct order in which to battle the bosses. 




The bosses are no different from 
when you first encountered them. 

They aii have the same moves and 
abilities. The only factor that may come 
into play will be the Intensity level you’ve 
chosen to fight on. 


O The Hewdraw stage starts off with Miks and 
Monoeyes in the air surrounding you. Take the 
side path that leads to a series of houses with 
jump pads on them, and eliminate the Skuttler 
and Mega Mussel on patrol here. 



0 The Aether Ring vehicle can be tough to con¬ 
trol, but the extra firepower will make short work 
of the enemies in this arena. Remember to use 
the shield ability on the Touch Screen to protect 
the Aether Ring from damage. If it survives this 
battle, you can take the Aether Ring into the 
sewers below. 
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© Palutena offers a prize if you can take the 
Aether Ring across the gaps in the sewers. 
Collect the Treasure Box, then take the jump 
pad back to the surface. A group of Skuttlers 
mounts a last-ditch defense of the gate leading 
to Hewdraw Reborn. 



O The recreation of Pandora’s Labyrinth of 
Deceit includes more optical illusions and mind- 
trickery. The first illusion is right where you 


start. The spiked wall directly in front of you at 
the start is actually fake. Walk through it and 
take on the Underworld troops on the other side. 
Look out for the Sinistew just past the fake wall. 



© After destroying the enemies, a portal opens 
up and transports you to the rooftop. If you look 
up, you can see where you just were. Follow the 
path to the next portal. 



G Gyrazers guard the exit to this area. 



O After another portal, you’ll see another spike wall in the 
distance, with Skuttlers, Daphnes, and Miks standing between 
you and it. The wail itself is another illusion that hides a porta 



O You’re getting close to Pandora now. Zurees gree* 
you as soon as you step through the portal, protect-c 
a switch that you need to hit. Eliminate the monsters 
then hit the switch and pass back through the porta r 
end up back behind the spiked wall. Take out the O-e 
that has appeared and then take the new portal. 
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WALKTHROUGH 



Make sure you take the jump pad over to the 
-easure, then follow the other jump pads back 
•: :he door. 




0 The route to Twinbellows is a twisted 
recreation of the first town Pit rescued in the 
first chapter, and it is much easier to navigate 
compared to the other two boss stages. Your 
first enemies are a Fire Wyrm and a Zurret. 



0 Shrips, a Nettler, and a Reaper protect the 
ruined fountain. A Treasure Box can be found 
nearby. 



® Facing a Clubberskull is bad enough, but 
having one chase you down this narrow alley can 
be an exercise in frustration. Do your best to 
evade its attacks and make your own counterat¬ 
tacks when you can. A Lightning of Judgment 
item can be found in the alley, so make use of 
it to weaken or kill the Clubberskull. If the first 
lightning strike doesn’t finish the job, you can 
pick up another Lightning of Judgment to try to 
finish the job. 



160041 


0 After the fight against the Clubberskull, your 
health may be low. Don’t let the Igniots here get 
the finishing blow on you. When you get to the 
stairs, destroy the Orne (if you have the Three 
Sacred Treasures equipped), and collect the 
Treasure Box on the right side of the stairway. 


Cherubot time! Hop in, take the mech to the next 
-oom. and prepare to fight off a multi-wave assault. 
Gyrazers, Shrips, Nettlers, and even a Snowman attack 
you. After you beat the enemy, say your good-byes to 
the Cherubot, snag the Drink of the Gods, and charge 
ahead to do battle once more with Pandora! 
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CD An Exo Tank can be found here. Drive up the rest of 
the stairs and use it against all of the enemies that stand 
between you and your second fight against Twinbellows. It 
will not be easy, as another Clubberskull stands guard at the 
final door. Use the superior speed of the Exo Tank to stay 
as far away as you can from it, and bombard it from afar. 



Don’t go into this room without being fully 
healed. This fight starts off with a Colin and Phil 
duo, who are supported by Skuttlers. 



Shemums, an Igniot, and a Specknose attack for 
the second wave. 




^ B 

114332 

* 



_ 




Get rid of 

the Sfjiootflies first so you can 

take your 

time witlfPe Suit of Skuttler. 


A Handora, Suit of Skuttler, and a swarm of 
Shootfiies make up the third and final wave. Take 
out the Igniot first before following Palutena’s 
advice to destroy the Shootfiies. If you’re skilled 
in melee combat, you can leave the Shootfiies 
for last so long as you remember not to shoot 
your weapon. 



CD While exploring this next section, don’t miss 
out on the two Treasure Boxes. Watch out for the 
flame traps. Getting stuck in one can cost you a 
lot of health. 



- 
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Threaten all you want. You don't 

scare me! ' 

_ 


CD Clubberskull alert! This one sits dormant rei 
a Treasure Box. The box is booby-trapped, so 
try to sprint past it to trigger the trap and do ': 
remain close by while the trap goes off. 
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WALKTHROUGH 



The rotating flame traps are easy to avoid 
~Ti some patience. A convenient gap allows you 
n< between the flames safely to reach the next 
: :or. In the next room, Skuttlers, along with a 
;.: of Skuttler, try to ambush you. 



An Eggplant Wizard greets you within this 
chamber, followed up by a Skuttler and a Suit 
of Skuttler. The final enemy here is yet another 
Clubberskull, but it begins chained up. Make 
certain that no other enemy remains to interfere 
with your battle against this creature. 



A grind rail ride begins here. Palutena says she had 
to get “creative,” and she wasn’t kidding. Stay alert 
and destroy any enemies you can see during the trip. 



I Shootflies surround this floating island stop, 
but they never stray within melee range. The 
next part of your grind rail trip begins here. 



145692 


% Another stop, this one is guarded by an Igniot, Handoras, Mag- 
moos, and even a Skuttler Move on to the next grind rail section. 



If you’re on this rail, as soon as you’re able to 
leap to the rail on your left, do it! Staying on this 
track will send you into the chasm below. 



® Two Boogities and two flame traps are here. 
Don’t get overzealous; just wait for a Boogity to 
expose itself and make certain you don’t run 
into any flames while fighting here. 



In the next room, stand on the purple switch to 
activate the lighting for a set of invisible walk¬ 
ways. While fighting on these platforms, try to 
destroy enemies before they even have a chance 
to fire, to minimize the risk that you accidently 
dodge right into the abyss. 
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© Take out the fiery crystal that appears at the 
center of this room to wipe out any baddies near 
it. Watch for an Eggplant Wizard and an Orne to 
appear here. 



The next chasm must be crossed by jumping 
between the lighted invisible platforms. Look for 
the green lights on every platform, they will help 
guide where you must leap to. 



You may notice a Treasure Box on one of the 
visible platforms. It is best to ignore it; it’s a 
Mimicutie and this is not a safe place to fight 
one. 




I Almost there! At each platform, 
you are attacked by Underworld 
goons. When they are put down, a new 
bridge appears for you to take. 


© The last line of defense consists of an 
Eggplant Wizard, an Orne, and a new enemy: the 
Erinus. Take them down and the way to Medusa 
is clear! 


From the Mimicutie, you have more invisible 
platforms to traverse, but now the path seems to 
branch off. Go with the left set of platforms. 


® Meet your first Tempura Wizard! Where an 
Eggplant Wizard is an inconvenience, these are 
much more dangerous. If their magic hits you, 
you are turned into a walking piece of tempura. 
They then chase you down, and if they catch 
you, they eat you, instantly finishing you. Do 
whatever it takes to not get hit by their 
magic attacks! 
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Min Health 

Max Health 

Body: 6016 Head: 2176 

Body: 12032 Head: 4352 


I - ;e you get close, Medusa throws out magic 
scteres that hover close to Pit. Touching them 
set off damaging blasts, so try to stay away 
them while concentrating fire on Medusa’s 
-ead. She will teleport often, even slashing at you 
,, ± her fingernails occasionally. That attack is 


Eventually, Medusa drops all pretenses of her 
sultry appearance and reveals her horrifying 
true visage. Her head detaches from its body 
and gives chase! Evade her spell attacks as best 
you can, and watch out for the powerful energy 
beam she charges up. 


And then there’s this guy. The war’s not over yet. 
It has only begun to escalate. 


■ -rC-sa s first move is to swing her staff so hard that 
r-» sends the angel flying far away from her plat- 
- — A high-speed barrage of magic chases after Pit, 
2 *c ,ou need to guide him around the blasts while 
: i -:ena tries to bring you back in range to attack, 
"ecusa will also fire off magic circles to try to corral 
:. nto the pieces of land being flung your way. 


telegraphed only very briefly by red claw marks 
ripping across the screen moments before her hand 
actually passes, and it can be very tough to evade. 
After enough damage, Medusa reels back, and 
Palutena uses her magic to chain Medusa’s legs to 
the ground, disabling her ability to teleport. 


The Underworld queen isn’t out of the game yet: 
She fires energy bolts from her eyes and casts 
more of the dark energy spheres from the first 
phase. Keep firing on her head! 


After enough damage, Medusa’s head 
retreats back to her body. Concentrate on 
her eye to finish her off! 


With Medusa’s defeat, the threat of the Under¬ 
world has passed. The forces of darkness are in 
full retreat, and better yet, the credits are roll¬ 
ing. Good game, everyone! Go ahead and play 
some multiplayer! 


* : *: last, the fated duel between Medusa and 
=r :-r: ns. Despite his troubling size disadvan- 
aOc P t braces himself for combat. 
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Air Battle 


m 


Hades’s forces have gathered at a volcano, and according to Palutena, are 
seeking out the Wish Seed. A powerful magical artifact, it is said to be capable of 
granting any wish. 


As Pit flies closer to the volcanic lands, watch out 
for sudden magma geysers bursting through the 
ground as well as the determined Underworld 
Army. 


When you escape the lava lake, you take a 
detour through a ravine where the walls are 
entirely covered by lava flows. Once you slip 
through this natural defense, Palutena offers 
two routes. Going to the right is the more direc 
approach, but it is fraught with the most dange' 
The left route promises to be cooler, but is alsc 
supposed to take longer to get to your landing 
site. 
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The cave leads you to a lava lake with titanic 
gouts of fire arcing across the sky. These will 
burn you pretty badly, so mind your position 
while fending off the enemy. 


When you enter the cave Palutena calls out, 
you’re attacked by a Fire Wyrm and a Gloomer- 
ang, and later by Remoblams. 


THE WISH SEED 


































































WALKTHROUGH 





i couldn't r 


But then the lava flow explodes behind Pit, 
and you have to race out of the cave system. 
Between the two routes, neither could be 
considered the correct choice, but if you’re 
farming for hearts, the left route is a target-rich 
environment. Either way, once you get clear of 
your chosen flight path, the landing zone is very 
close. 


The left route contains more enemies, which 
means more hearts. You still have to contend 
with some magma and fire spouts, but nothing 
quite as bad as the other route. 


~ne right route takes you through a series of 
- mating islands that are bursting with magma 
.“'earns. It’s amazingly easy to have a bad few 
:tconds of dodging everything headed your way 
L'd suffer heavy damage from a single mistake. 


26750 


Augh! There's nowhere to goi 


48600 


If it weren't of cooling 

you'd be burn&f to a crtsp by 




m 
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Land Battle 



FINISH 


START 


Boss Battle 


Hot Spring 


Hi Treasure Box 
© Intensity gate 
★ Zodiac Chamber 



After a precarious landing, Pit now finds himself 
in a race to the Wish Seed, and the Underworld 
Army has a head start. The first lesson you’ll 
learn very quickly is to avoid touching the 
magma! Many battles require you to show some 
finesse while fighting close to the stuff. If you 
dash around without paying attention, you could 
be taking a lot more damage than you would if 
you were more careful. 



48640! 


Yoy/'See this ptopr child? Both of her 
parents are dead. Awww... 


% 

- 1 ■ #r 1 ■ 

>46590 
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Weil, helloooooo^iere! 

Glad to see 

you made it! 




O Grab the Exo Tank here. You’ll need it to grab 
a pair of Treasure Boxes and it also makes the 
first section of this Land Battle go by a little 
faster. 



Exo Tanks can drive through lava 
without sustaining any damage. 



O This is an ambush consisting of Porcuspines, 
Wave Anglers, a Tortolunk, and a group of Petri- 
bombers. You can make this battle much easier 
by shooting the explosive jars that are scattered 
throughout the room—just take care not to get 
too close to the blasts. 
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WALKTHROUGH 



For this set of three jumps, make sure you’re 
red up straight on with the first ramp. Wave 
Vg ers try to interfere with your jumps, but the 
L:o Tank ploughs through them with great ease. 

: - will probably want to use the Exo Tank boost 
- - the first two jumps. For the third, do not 
: cost. You should have enough speed to land 
: - the last platform just fine. Slow down, exit the 
L:o Tank, and collect your two Treasure Boxes. 
*-en retrieve the Exo Tank and continue follow- 
~z the main road if you want to keep moving. 



If you are not in a hurry, the area surround- 
ng the ramps is a place where Magmoos can 
oe found and the Exo Tank can run them all 
over. The extra hearts aren’t a bad benefit; 
jst beware of a chained Clubberskull close to 
:ie platform where the two Treasure Boxes are 
ocated. 






Take the jump pad to the room above the lava 
and you’ll find a large statue with stairs leading 
up to a large switch. Hit the switch to make the 
statue descend into the lava, providing you with 
safe passage to the next area. 


O There’s a lot of fighting to be done in this 
area, and not a lot of safe space to do it in. 

The paths are thin and are dotted with magma 
geysers. Enemy encounters here can be quite 
tense due to the fact that you are surrounded 
by lava most of the time and have little room to 
maneuver. 


© Should you be defeated in this area, a spare 
Exo Tank can be found here. 


© The Exo Tank must be abandoned here in 
order to proceed. 


© Remoblams and Remoblamlings are the first 
opponents of this room. Remember to hit the Re¬ 
moblams first to make the Remoblamling explode 
in concert with them. 


© The Guttler in this area is consuming Petri- 
bombers to get stronger. Be aggressive and try 
to destroy it before it grows to full size, or you 
could have a serious problem. 


After clearing out the enemies here, take the 
side path to find a Zodiac Chamber. 


This area also includes a hot spring to restore 
your health! Take advantage of this, as the next 
section is dangerous. 
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The Treasure Box near the start of this section 
contains a Grenade. Try to defeat the Gloomer- 
ang that appears once the box is opened without 
wasting the Grenade right away. 



After the first jump pad, look out for a Sinistew 
on the main path. Its grab attack can cause 
significant damage. 



A basic rule of thumb in Kid Icarus: Uprising 
is to always go opposite to where the game 
initially tells you to go. After the first circular 
platform takes you up one level, follow the path 
away from the jump pad. You’ll encounter a 
Shelbo and a Girin on this route. 



® After those two monsters are beaten, take 
the side path until you see a Treasure Box sit¬ 
ting atop a stone spire. Jump across the gap to 
retrieve it. 



$ A Suit of Skuttler stands in the path leading 
to some food. It’s easier to just run past the 
Suit of Skuttler rather than to fight it on such a 
narrow path. 



Another box is close by. Follow the stone ramp 
up to it to snag a Grenade and a Power-Up Drop 
that will allow you to cross the lava to reach the 
next elevator. 



® Shulms appear here. Remember to melee 
them to prevent their poisonous explosions. A 
little further down, a Sinistew lies in wait. Don’t 
forget to collect the Treasure Box in this room 
before heading out the door. 
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WALKTHROUGH 



<£ If you’re playing at Intensity level 4, you can 
access the second level of the hot spring you 
passed earlier in the level. The way to the heal¬ 
ing waters is defended by a Girin and a Sinistew. 
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” ~"£ Porcuspine here is placed to interfere 
r~ . :ur jumps across the platforms. Engage it 
ttt i distance. 


I Tempura Wizard! Make this guy your first 
nority, then go after the Suit of Skuttler. 


Next to the hot spring is a Mimicutie. It can drop 
a weapon upon defeat, so consider taking it on if 
you’re hunting for gear. 

(D The last stretch to the Phoenix is defended 
by Wave Anglers, a Porcuspine, Petribombers, 
and a Skuttler. Once they are overcome, collect 
the Drink of the Gods and prepare to fight the 
Phoenix! 
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Boss Battle: JlKg 


Health Range 


If the Wish Seed wasn't destroyed by Pit during 
the fight with the Phoenix, Underworld Army 
forces will attempt to steal it, only to have it bio. 
up in their faces. Despite the Wish Seed being a 
fake, the beacon of the Phoenix’s demise, alone 
with some “helpful” nudging from Hades, threa:- 
ens to galvanize the human world into conflict. 
For now, Hades has won the first round. 


The Phoenix can be a difficult target to hit as it 
is flying for the majority of the battle, mak¬ 
ing weapons with good range a big help. It will 
frequently shoot fireballs at Pit from the air as it 
circles the arena. It also has the ability to flap its 
wings and shoot another set of shock waves di¬ 
rectly at Pit, and can even cast a stream of flame 
onto the battlefield. Watch out if the Phoenix 
begins to glow bright orange. That’s the cue that 
it will use its charging attack, flying low across 
the arena and causing heavy damage to Pit on 
contact. It’s possible to dodge it, but a safer bet 
is to use the jump pad at the center of the arena 
to leap over the attack. 


Hopefully you brought a solid ranged weapon for 
this battle. As can be expected from a legend¬ 
ary bird said to reincarnate through flames, the 
Phoenix has a hot and varied arsenal. 


The three-way vertical shock wave it fires is also 
quite powerful, but these are fairly easy to dodge. 


Max Health 


Min Health 


755 
















































Nutskis are the first enemies that you meet 
from the Forces of Nature. They are roughly 
equivalent to Monoeyes in function. You also 
encounter Trynamites. They sacrifice themselves 
to fire a trio of projectiles at Pit. Zerts are also 
in the mix; they use concentrated electric blasts 
on the angel. 


-ares has succeeded in starting wars between 
nations and the Underworld Army now 
. ‘i over each battle, harvesting the souls of 
t*e *= ien. 


And in the middle of all the carnage on the 
z'ound, a massive bomb wipes out the warring 
I-mies. Palutena pulls Pit back in the nick of 
: ne. Enter Viridi, the haughty Goddess of 
Nature. Enraged at the humans for disturbing 
re natural order, she has launched a war of an- 
- illation against them as well as the Underworld 
Army. 
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Within the trees, you’ll also encounter Lurch- 
thorn, Parashooters, and Pew Pew cannons. 


As Pit reaches the center of the Reset Bomb’s 
effects, Viridi compliments him on having 
survived and rewards him with a early encounter 
with Cragalanche, one of her finest warriors. The 
angel is forced to make an emergency landing 
somewhere amongst the trees. 


The aftermath of Viridi’s Reset Bomb 
seems to have left the former battlefield 
barren of human life, replacing it entirely 
with a growing forest. 


CHAPTER 11: VIRIDI, GODDESS OFINAIURE 



















































































0 Nutskis and Pew Pews greet you at the start 
of this Land Battle. During the fighting, be on 
the lookout for human soldiers who survived the 
Reset Bomb and are now imprisoned by vines. 
Shooting the vines is enough to free the people. 


*il J - 

Rescuing soldiers is worth a bonus 
at the end of the chapter. Also, each 
soldier you rescue can also offer you 
some throwing or healing items, so it 
pays to be a hero! 



Urgles hit hard and are incredibly fast when the 
rush you. It is a good idea to take a weapon 
capable of paralyzing opponents, an effective 
tactic against Urgles. 



The Reset Bomb has filled the whole area with 
the Forces of Nature. Be ready for a tough fight. 
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WALKTHROUGH 






Another soldier can be rescued here. He’s 
: warded by another swarm of Nutskis and Pew 
: r •*«s. Dibble Dops also join the fray here, lob- 
: projectiles similar to water balloons at Pit. 


0 ~his room is guarded by a pair of Hugworms. 
"'ey burrow quickly through the ground and if 
rev get a hold of Pit they begin squeezing the 
r out of him. They can be incredibly vicious, so 
:c ready to evade them if they rush you. After 
: earing out the enemies here, take advantage 
:* :ne hot spring if you need it. 


out for the Dibble Dops guarding the 

ec-ng. 


© Don’t take the jump pad straight away. Make 
sure to grab the Treasure Box first. A Toxiecap 
does try to guard it. Beware of its poison 
bombs; they have a huge blast radius. 


An Urgle ambushes you after the box is col¬ 
lected. 


The first jump pad takes you up to a series of 
roots that you need to use jump pads to navi¬ 
gate. Take out the Pew Pews before you make 
your jumps. 


© Don’t miss this human soldier during your 
haste to clear out this room of enemies. 


© This island contains another captured human 
who is guarded by an Urgle. When the Urgle is 
beaten, a Jitterthug takes its place. Jitterthugs 
switch between green and red. When they are 
green, ranged attacks have no effect, and when 
they are red, melee is useless. Change your 
tactics accordingly. A Treasure Box in this area 
contains a Grenade, if you need the extra fire¬ 
power. Once the area is cleared and the soldier 
is safe, take the next grind rail. 


© Take the Aether Ring once you get here and 
use it to take on the Forces of Nature as you fol¬ 
low the all-natural, 100 percent organic half-pipe 
into the heart of the forest. 
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O Be careful around the Boom Stomper; it can 
destroy your Aether Ring very quickly. Fortu¬ 
nately, there is another in the area if you need a 
replacement. 



Just take the jump pad inside this tree and you’ll 
find the second Aether Ring. 



Before taking the jump pad out of this area, 
make sure to locate the Treasure Box. 



O The hot spring here also has a Hugworm, so 
don’t get too relaxed. Be careful about running 
toward the walls close to the Treasure Box, there 
is a jump pad you might not see that will take 
you into the next section. You can’t get back into 
the hot spring once you take the jump pad. 



Palutena calls this a maze for a good reason. 
It’s easy to get turned around in here. There are 
two more human prisoners trapped in the maze, 
along with some treasure, so there is a good 
incentive to explore. 


Two more Bladers and a Boom Stomper are the 
third wave of reinforcements here. Survive this 
encounter and then take the jump pad down to 
Cragalanche’s lair. Don’t forget to take the Drink 
of the Gods before you charge in. 


(D You’re close to Cragalanche when 
you are sealed into this room, facing 
down a Jitterthug. Its defeat 
Zerts, Nutskis, and a Blader. 
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. -g up to his title, Cragalanche’s stone form 
:-aliments his immense strength. A frontal 
against him is a very dangerous prospect. 

: en when you hit him, he barely reacts to your 
5 ~'ts most of the time, unless it’s to punch you. 



a distance, Cragalanche is no slouch. He is able 
*: fling boulders or shock waves at Pit. He’s also 
i-aable of rolling at high speed toward Pit, which 
i .ery damaging, but it’s telegraphed so heavily 
-at if you keep Cragalanche on screen, you can 
easily anticipate when you dodge to the side. 



•Vatch out for when Cragalanche spins through 
the air toward you. It’s roughly as fast as the 
rolling charge, has a wider area of effect as 
he’s charging, and, upon finishing the attack, an 
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Min Health 

Max Health 

263 

1400 


explosion will damage Pit if he’s still too close. 
Cragalanche also levitates off the ground to try 
to sit atop the angel. 


Arguably, Cragalanche’s most dangerous attack 
involves his creating a set of stones that he then 
fires out as a wave of destruction toward Pit. He 
can use this at any range, and it acts as a power¬ 
ful frontal defense. 


After breaking this boss, Viridi heaps mocking 
praise upon you, seemingly unconcerned by 
the loss of her skilled fighter. One of her Reset 
Bombs is nearing completion. Pit is forced to 
withdraw for the moment. 


As a melee combatant, Cragalanche has reach 
and flexibility; he’s able to stretch his arms out 
to pound Pit into the dirt. 


He can even drill underneath the ground to at¬ 
tack Pit from below. 


If you get behind Cragalanche, you might notice 
the glowing red spot on his butt. It’s the one 
chink in his armor, and it’s your best bet for tak¬ 
ing him down. Enough blows to this weak point 
can actually stun the rock monster, allowing you 
to pile on even more damage. If you are able to 
consistently exploit this weakness, you can take 
care of this battle before Cragalanche really gets 
his offense rolling. 


This is a lot of moves, even for a boss. Crag¬ 
alanche is a tough opponent for many players 
early on. He’s got excellent offense, his defense 
is rock solid, and these things combined can 
make this fight last for a long time. But he’s not 
perfect. 
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With the bomb out of commission, Palutena 
sends Pit toward the factory that is mass-pro¬ 
ducing more Reset Bombs. Viridi’s forces moun: 
a fanatical defense as the angel closes in, throw¬ 
ing lasers and their own bodies into his path. 


Viridi has wasted no time going on the offensive, 
sending her Forces of Nature into battle with 
Hades’s Underworld Army. The massive battle 
that Pit steps into consists of a mix of both 
forces, and nothing is off limits. It’s open hunt¬ 
ing season! 
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Eventually, Palutena will help locate an incoming 
Reset Bomb and Pit is sent after it. Viridi’s troops 
move to protect their superweapon. 


As Pit closes in on the bomb, he is maneuvered 
in front of it. To destroy the Reset Bomb, first all 
of the green orbs at the tip of the warhead must 
be taken out. This exposes the central core. Hit 
that with everything you’ve got! Some enemies 
attempt to interfere with your attack. Brush them 
aside and concentrate on your target. 
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After a few passes around and through the flc - 
ing island factory, Palutena finds a good spo: *: 
Pit to land. 









94 


primagames.c: 













































































WALKTHROUGH 




Land Battle 


o You get access to a Cherubot on this elevated 
bridge. If you are careful with its jumping ability, 
you can cross the gaps and reach the end of the 
bridge for a Treasure Box reward. 


FINISH 


■ Treasure Box 
© Intensity gate 
* Zodiac Chamber 


O Bumpety Bombs chase you around until they 
explode, and this arena has many obstacles that 
prevent you from running away in any direction 
freely. Charged shots tend to knock back a Bum¬ 
pety Bomb, giving you a chance to escape. Watch 
out for Zerts looking to join in the fun. 


START 
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0 This circular arena features a mix of 
Underworld and Nature troops duking it out. If 
you’ve still got the Cherubot here, you can make 
short work of everything that comes your way. 
After the battle is won, you unfortunately must 
abandon the Cherubot and take a jump pad to 
the next area. 


O This walkway is guarded by Lethiniums, 
who fire powerful beam shots. You can use the 
destructible brick walls as cover, and when the 
beams subside, leap out and strike. Watch for 
some explosive barrels placed near some of the 
Lethiniums for a quick solution to the problem. 


0 A Mudrone is dangerous if you allow it to be. 
They also take a long time to truly kill—they 
must be defeated a total of three times. If you’re 
in a rush, you can run past it and most of the 
other enemies in this section. 
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G The Cacaw here has a dangerous ability to 
confuse Pit from afar, making it difficult for you 
to aim and move. Destroy it first to make fighting 
the Skreetles here easier. 
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O This is the site of an Underworld vs. Nature 
battle, but it would take too long to let the Boor 
Stomper defeat the Skuttlers on its own. Once 
both sides are eliminated, a Captain Flare will at¬ 
tack. It vanishes after taking damage, reappear¬ 
ing elsewhere to attack from a different direc¬ 
tion. Take the elevator down after the battle. 


0 Bumpety Bombs, Cacaws, and a rotating elec¬ 
tric fence make a bad combination. Destroy the 
enemies first before trying to navigate the trap. 


0 Nutskis and Pew Pews guard this side path 
leading to a Mimicutie. Take the Smart Bomb 
next to it and make short work of this monster, 
if you decide to fight it. A Cacaw and a Skreetle 
appear on the smaller platforms leading to the 
Mimicutie when the fight begins. 


















































































WALKTHROUGH 



The Toxiecap makes this battle difficult, it can 
;: .er most of the platform with poisonous explo- 
: ons. A Meeba also attacks here. It’s similar to 
L- Armin and frontal attacks are useless against 
- Attack it from the sides or behind. 



A Mudrone protects the Treasure Box here, 
it z a second box appears when the monster is 
reaten. 



I* The two grind rail ramps send you to this 
: rform, where you’re greeted by a Megonta 
id two Cacaws. 



© The bridge here swivels back and forth, while 
a Zert guards the platform with the Treasure Box. 
Take your time crossing the bridge. You can fall 
into a bottomless pit. 



& After fighting the enemies here, it’s easy to 
just blaze on toward the elevator to the upper 
levels. Resist the urge to do this and check the 
area for a small platform that takes you down to 
a Zodiac Chamber portal. 



© Another Cherubot is found here, and the 
Forces of Nature helpfully provide themselves as 
targets. It is possible to keep the Cherubot alive 
for this entire section. 



After surviving the gauntlet with the Cherubot, 
follow the winding path to the next platform and 
another enemy ambush consisting of a Megonta, 
a Lurchthorn, and a Captain Flare. When you’re 
clear, proceed through the exit to another 
elevator. This takes you to the very center of the 
Reset Bomb factory. It’s time to put an end to 
this operation! 
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Compared to Cragalanche, and even some of 
the battles against the regular enemies you 
faced just getting to the Reset Bomb Pod, this is 
almost relaxing for a boss battle. By taking out 
the production line for the Reset Bombs, Pit and 
Palutena have bought the humans more time 
against the Forces of Nature. 


Boss 


iBattle:. Reset 


Health Range 


BSffi&CfeO 


The Reset Bomb Pod by itself is not a serious 
threat, but its guards are more than willing to try 
to make up for its weakness. 


\ > 

( \ 

Ugh! I shprt^d've brought more 
soldiers.‘More competent soldiers 


Min Health 


Max Health 

279 

L 

1008 


The operative word here is “try.” A shell protects 


the Reset Bomb Pod from direct damage, but 


that’s nothing a little improvisation can’t fix. A 


melee dash attack can send one of the guards 


flying into the chasm beneath the Reset Bomb 


Pod, and the ensuing explosion shatters 


its 



protective shell. You have limited time to 
blast at the Reset Bomb Pod with 
any ranged attacks at your 
disposal before the shell 
jSSSk regenerates. When that 
happens, just smack an- 
other guard into the chasm 
to break the new shell. 













































CHAPTER 13: 




Air Battle 


r : s musical amateur hour aside, things appear 
: be going well for Palutena’s army. Palutena is 
r. concerned with Viridi, specifically her gen- 
T*al. Arlon the Serene, and his weapon that is 
m d to outmatch the power of her Reset Bombs. 


Viridi’s forces, backed by the death moon in the 
distance, begin their attack in earnest. Superla¬ 
sers continuously lance out toward Pit, but it’s 
only an impressive light show for now. Concen¬ 
trate on the enemies closer to Pit. 


Early waves of Nature troops include Nutskis and 
r os. but nothing as worrisome as the fact there 
re two moons in the sky. 


Recovery Orbs appear as Pit gets closer to the 
battle station. 
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I -ay, there’s only one moon in the sky. The 
:ner is the Lunar Sanctum, a battle station with 
5 inificant firepower. 



























































The laser defenses around the main trench 
inspire Palutena to take Pit on an alternate route 
along the outside of the battle station, and the 
Forces of Nature are there to meet him. Pay 
special attention to the Lethinium laser cannons 
positioned throughout the craters, they can be 
especially damaging on higher Intensities. 


Undeterred, the goddess finds another potential 
infiltration point, but the Forces of Nature don’t 
make it easy to navigate. In addition to enemies, 
this smaller trench is filled with obstacles to run 
into. A Special Attack to clear out the baddies 
can help you concentrate on your flying. 


After several passes on the outer defenses, 
Palutena sends Pit back into the main trench, 
which almost proves fatal. 


Flages suddenly decloak all around Pit. Stealth 
and melee specialists, Flages will always try to 
get close to you before striking. You need to be 
fast on the trigger to counter them with melee 
strikes as they close in. 



Palutena has Pit dive deeper into the battle 
station in the hopes of evading the Flages. 

More obstacles fill the narrow corridors, and 
Arlon even starts shutting gates to block Pit’s 
progress. Take note of the smaller section of 
each gate that differs from the rest, as these 
can be shot from a distance or bashed open up 
close. If you’re low on health here, you can’t 
afford to miss blasting open a safe path through 
each gate. 



Survive this final corridor, and you’re almost 
home free. Strike down the last few enemies, 
until Palutena sends Pit flying through one of 
the air ducts. 
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WALKTHROUGH 



”-c Lunar Sanctum is rather posh for a battle station. You’ll soon find that Arlon’s love of living in luxury is matched by his love of deceptive tactics. 



You’re immediately greeted by an Urgle, Nutskis, and Pew Pews in this section. Among them, holographic projections of enemies dart about, trying to 
::-fuse you. If at any point you are lost, look for Palutena’s guiding arrows that point out the false wall. 



A Mudrone attacks just as you enter the room. 
Tiember you need to kill these three times 
*ore they are truly finished. 


© The grind rails here are controlled by a series 
of switches. To avoid a trip into the chasm, make 
certain you shoot the first two switches, turning 
them blue. 


© The flowing sand here makes it easy to miss 
the false wall. It’s on the right side of the slope, 
just past the first mine. 
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0 A Mudrone, a Skreetle, and a Dibble Dop at¬ 
tack you on this rest stop between grind rails. 



After the initial ambush, a Pew Pew, a squad of 
Nutskis, and a shield-generating Mahva appear. 
Destroy all the enemies to access the second 
grind rail. 



0 The second rail tries to pull some tricks on 
you. Make sure you switch rails the first time it 
is possible. With the two crystal switches on this 
rail, you need to shoot only the first switch. The 
second is already turned blue, and shooting it 
will cut off the rail and send you into the abyss. 



0 A Toxiecap attacks as you enter here. A 
second wave includes an Urgle and a pair of Pew 
Pews. 



0 This is the first of the mirror rooms. The 
mirror shows you what the room is actually sup¬ 
posed to look like. The reflection shows you a 
hidden side room with a small Treasure Box, as 
well as the way forward. 



O The mirror here reveals the location of an 
invisible switch. All three switches in this room 
must be depressed to move forward. 



(B The last of the mirror rooms has you fol¬ 
lowing invisible paths using the mirror. It can 
be tough to judge your exact position over the 
pit with the reflection. Rushing through here 
isn’t advisable, unless you are certain you know 
where you need to walk. 



Your goal in this room is to step on the invisible 
switch near the center of the room. This unlocks 
the door to the control center. 



(D And now, a Dark Pit duel! Armed with a bo.' 
the twin tries to stay at mid-range, allowing his 
homing arrows to do the heavy lifting. Last-se:- 
ond dodges can throw off his projectiles. Figh: 
using the strengths of your chosen weapon. 
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WALKTHROUGH 



-~er Pittoo is beaten, attack the Lunar Sanctum 
lontrol Center. It’s not entirely defenseless, 
oen the sphere takes damage, it will lob explo- 
s ,-es at the attacker. After it is destroyed, you 
ran move on. A Drink of the Gods can be found 
■ear the exit of the control center. 


G3 - 

It’s possible to have the Control Center 
attack Dark Pit if any of his shots hit 
the sphere. 




After a short elevator ride, you come across 
mis network of thin walkways. Nutskis and Pew 
D evjs hold court here, with a Captain Flare show- 
-g up later as a reinforcement. Don’t dawdle 
■ere for long—meteors crash down onto the 
walkways, hitting friend and foe alike. The exit 
-ere transports you to the outer surface of the 
_unar Sanctum, but before you go, check behind 
:ne door for a small Treasure Box. 



® An Exo Tank can be found here. Try to keep 
it alive for as long as possible. Its cannons and 
speed can make this next section easier. 



(£ Take the ramp that points to the plateau at 
the center of this section to capture a Treasure 
Box. 



Scattered throughout this part of the Sanctum 
are laser emitters. They can destroy your Exo 
Tank very quickly, so try to avoid sliding into 
them. 



® A Megonta and two Zerts are here. If you still 
have the Exo Tank, you can knock the Megonta 
onto its back by driving into its head. From 
there, you can dismount the tank and blast at its 
belly with your weapon. 



A Gobbler and a Lethinium arrive next. Destroy 
the Lethinium first before taking on the Gobbler. 
As soon as you hit the Gobbler, it transforms 
into a raging beast on par with a Clubberskull for 
strength. 



After these foes are defeated, collect the 
Treasure Box at the top of the ramp, then use 
the jump pad to launch yourself to a convenient 
hot spring. Beware the Hugworm that guards the 
spring. 
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£? Two Meebas guard this room. After they are 
defeated, activate an elevator to the next area. 


0 The Gobbler pair on this rotating platform can 
be a huge headache. Defeating them both does 
grant you a Treasure Box, so it is be worth the 
effort for completionists. Trigger one Gobbler 
to transform, then lure it into the mines on the 
platform. If the mines don’t finish the creatures off, 
you can wait for them to calm down and try to finish 
them with melee attacks to their smaller form. 


(T To leave this walkway, you need to defeat a 
Toxiecap, a Megonta, and a Lurchthorn. 


(£ Arlon is very close by, but players on Inten¬ 
sity level 7 or higher should take a detour to 
the right to open an Intensity gate for another 
Treasure Box. 
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- * on the Serene’s veneer of politeness hides a 
:-:eful and powerful fighter. 



-e typically skates just above the surface of the 
L'ena, casually firing magic blasts. Rush Arlon 
n^ile dodging his attacks. Enough ranged or 
-elee hits will temporarily stun him, allowing you 


*: get some free hits on him until he recovers. 



Arlon employs deceptive tactics during this 
duel. He’ll darken the arena and retreat into the 
distance, making it difficult to track him or evade 
his attacks. If you look closely enough, you 
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Health Range 


might be able to pick out his silhouette moving 
in the darkness, and you can try shooting him or 
charging at him for more melee punishment. 



When Arlon says he is going to reveal his true 
power, take this seriously. This marks the second 
phase of the fight. Arlon is now faster and more 
aggressive than before. Under the cover of dark¬ 
ness, he once more strikes from the distance 
with a rain of high-speed homing beams. You do 
not want to get hit by this barrage, and failing 
to dodge one of the shots usually means many 
others will hit you. 



He also casts large purple flames that slowly fall 
to the floor. These act as powerful land mines. 
Try to shoot them from a distance. 



Think twice before just charging blindly at Arlon 
If you notice a glowing green sphere hover¬ 
ing before him, don’t melee him! He will knock 
you back across the arena, and then unleash a 
devastating beam attack. 



Min Health 


Max Health 


1400 


Remember that he can be stunned through 
ranged shots and melee strikes, despite his 
extensive ranged arsenal. When darkness falls, 
it’s not a bad idea to constantly shoot, if only to 
locate him. If you surprise him with a charged 
shot, that might be enough to stun him. 
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Viridi is not going to be pleased with the fact 
that her technological terror was insignificant 
when compared to the power of an angel. Some¬ 
thing escapes the sanctum’s wreckage, but there 
is no time to investigate that right now. 































































LIGHTNING 
BATTLE 


Pit doesn’t even get out the door before getting 
attacked. Despite the loss of the Lunar Sanctum, 
Viridi’s Forces of Nature have been inspired to 
fight harder. To make matters worse, Hades has 
rejoined the battle, reviving Thanatos to lead 
the Underworld Army. The skies are filled with 
baddies from both factions, and huge whirlwinds 
can be seen everywhere. 


Commanding the Forces of Nature is Phosphora 
another of Viridi’s generals. After her electrifying 
entrance, Thanatos chases past Pit, and the two 
commanders engage in battle, to the detriment 
of anything unfortunate enough to be too dose 
Their initial clash parts the clouds, and Palutena 
sends her angel to pursue them. 
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WALKTHROUGH 




v itch out for the beams fired from pieces of 
i-d floating throughout the storm. 


rspite his exciting new glow dragon form, 
anatos can’t keep up with Phosphora, and is 
ot out of the sky. Recovery Orbs appear in the 
termath of his defeat. 


Phosphora attempts to hide in the clouds to 
restore her strength after the battle, sending 
out lightning blasts and Nature baddies to slow 
Pit down. 
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Flages attempt to sneak up on Pit as he flies 
through the cloud corridor Palutena opens. 
Watch for them to be mixed in with the electric 
currents and other Nature minions. Special At¬ 
tacks are recommended if you’re having trouble 
paying attention to everything happening all at 
once. 



As soon as Pit breaks into the eye of the storm, 
the Thunder Cloud Temple looms in the distance 
Survive Phosphora’s electric sniping skills for a 
little longer, until Palutena finds an opening in 
the enemy defenses and lands. 
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Land Battle 


With Phosphora occupying the temple, long dormant defenses have come back online, bolstered by the Forces of Nature. 




0 A taste of things to come, the pillars of this 
courtyard are electrified, making it vital that you 
watch your position while fighting the enemy. 



© The walls here are also electrified, save for a 
spot you can break through with your weapon. 


Beyond the broken wall, two Cacaws and an 
Urgle ambush you. Defeat them and collect the 
Treasure Box. 




Boss Battle 


B Treasure Box 
© Intensity gate 
★ Zodiac Chamber 



© The elevator here has harmful electric barri¬ 
ers. As it reaches the top floor, Skreetles attack 
you from another elevator across from yours. 
Take them out, then use the jump pad to keep 
moving forward. 



0 Zerts, Nutskis, and Trynamites protect an 
electric crystal that provides power to the rest o* 
the temple. You need to destroy it and take the 
enemies out to proceed. 
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WALKTHROUGH 




In the next set of rooms, train cars follow a 
set of glowing tracks. They don’t attack you, 
but destroying them gives you access to bonus 
:ems. The first train car travels slowly and is 
easy to destroy. Trynamites and Nutskis act as 
its guards. 



The second train car follows a track separated 
from where you stand. You’ll be jumping down a 
series of ledges in pursuit of it. A Cacaw, a Jitter- 
thug, and a Flage await you on the lowest ledge. 



0 This transparent walkway allows you to track 
the third train car easily while you are dealing 
with the enemy. Take it out, and a weapon will 
drop close to the exit of this room. 



Watch out for Bumpety Bombs on the walkway. At 
the end of this path you take a grind rail to the 
next part of the temple. 



G This room requires you to push a set of 
spheres into position, thereby powering up the 
air current flowing through the center of the 
room so that you are able to access the next part 
of the temple. Toxiecaps and an Urgle are your 
first opponents here. 



Simply hit the spheres to knock them into posi¬ 
tion. The first two can be found on either side of 
the air current. 



A third can be found by following a small tunnel. 
It’s protected by a Skreetle. 



Having all three spheres pushed into position 
gives you the strongest possible air current and 
takes you into a special room containing a Trea¬ 
sure Box and some crates that can be broken 
open for food. 



The hole behind this box drops you down onto 
a Gobbler. 



O Lethiniums sweep this room with their lasers, 
while Dibble Dops bombard you from above. 
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O The climb up the sets of stairs and ledges is complicated by the enemy presence, as well as the electric beams that sweep across each level of this room. 
The top ledge leading to the exit has its own electric beam, making a battle there a risky proposition. Once the enemy is destroyed, the electric beams stop 
and you’re able to escape. 



(E Another electricity crystal must be destroyed 
here. After this, drop down the hole in this room 
to take another grind rail to the next part of the 
temple. You’re almost to Phosphora! 



(E This winding pathway up to the temple’s cen¬ 
ter is as dangerous as Palutena says. There isn’t 
much room to maneuver, which makes enemies 
like the Megonta a real pain. 



Part of the path is cracked and it begins to col¬ 
lapse underneath Pit. Stay on the move! 



CE When you reach the part of the trail that re¬ 
quires you to use jump pads to proceed, you’re 
also attacked by a Lurchthorn and a Blader. If 
you’re trying to hurry, they can be ignored. Just 
past the jump pad gauntlet, two Mimicuties try to 
surprise you. 



(D A devious trap has been placed for Pit here. 
Look carefully at the ground as you move past 
this point. You might notice air currents racing 
upward from the ground. Standing in those cur¬ 
rents causes a red circle to form, and if you stay 
in that area for too long, the ground drops out 
from underneath you. 
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(t At the top of this winding way, a jump pad leads tc 
the last room of the temple. Before you take the jump 
pad, check behind its podium to find a Treasure Box. 



© The door to Phosphora is here, but before you 
confront her, check the room thoroughly. You’ll 
find the portal to a Zodiac Chamber, but an electric 
barrier stands between you and it, and there is no 
switch anywhere in the room to disable the trap. 



Just dodge through the barrier. You’ll have to be 
close to the barrier to do it. If you’re at the right 
range, flicking the Circle Pad at the barrier will 
have Pit dodge through it. 

With that business out of the way, it’s time to go 
have a nice chat with Phosphora. 
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Flash Phosphora 


* 'ty and powerful fighter, Phosphora has 
:-~j||y earned her place as one of Viridi’s top 
i iors. She is also supremely unimpressed 
— Pit’s heroic speech-making skills. 


^alutena advises you not to charge Phosphora 
-ead-on, but instead to circle around and wait 
*:r her to stop moving. Ranged combat is a good 
•ay to keep safe from her electric attacks and 
: gives you a chance to react to her high-speed 
rashes. 


Some of her attacks, like her lightning ground 
waves, can paralyze you, leaving you vulnerable 
to anything else Phosphora decides to follow up 
with. 


It is possible to get in Phosphora’s face 
and fight her toe-to-toe, if you’ve got 
the weapon for it. Otherwise, stick to the 
safety of distance and rain down the pain. 
Phosphora’s defeat can come surprisingly 
quick, as compared to other bosses, she’s not 
as resilient. Without her presence, the Thunder 
Cloud Temple begins to collapse. 


In addition to her lightning bolts, 
she can electrify her body to blast 
you away from her if you attempt 
melee combat and summon columns 
of electricity to home in on you. 
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INVADERS 


The invaders attack everything indiscriminately, 
destroying Underworld and Nature troops alike, 
and they gun for Pit especially hard. Tribyte 
fighters zip across the screen at odd angles. 

Jyok pause before Pit, unfold from their little 
boxes into laser cannons, fire, and fly away 
almost as quickly as they appear. Their ships 
look like mountains in the skies, with flying 
Dohz saucers patrolling between them. Not even 
Palutena knows who or what they are. 

primagames.corr 


An exhausted Pit is sent into 
battle once more by Palutena, 
but the foe this time is neither 
the Underworld Army or the Forces 
of Nature. They are definitely from 
off-world, and none of the gods can 
claim responsibility for the chaos this 
time around. 

































WALKTHROUGH 



rl Arl A\ 


The Sun God Pyrrhon flashes onto the scene 
and informs the pantheon that the invaders are 
called the Aurum, and that this is only a small 
sample of their total might. For the moment, it 
looks as though all must stand together against 
the alien threat. 




The Sun God’s zeal for combat gets Palutena to 
find Pit the nearest exit to the other side of the 
islands, somewhere not next to Pyrrhon. The 
passage is extremely tight and the Aurum line 
the walls. 


tfejf. Pyrrhon has a denary, 




Survive the dive through the canyon, you’ll 
emerge into a scene of devastation. The Aurum 
are harvesting the entire planet. Palutena guides 
Pit to a nearby tower, where she believes the 
Aurum can be stopped. 


Lu ’ : 




Be careful as Pit flies closer to the Aurum 
islands, the air is thick with the aliens. Recovery 
Orbs can be picked up after a set of large rolling 
enemies, Kolmas, pass in front of 


rb matdfw Pyrrhon! 


42820 


. S rrrassive Reset Bomb visible from spaeet 
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Land Battle 


The road to the Aurum tower is like nothing you’ve seen from either the Underworld Army or the Forces of Nature. The Aurum will make Pit fight for each step 
forward he takes on their territory. 



START 



O Tribytes and Jyok are the first defenders 
against Pit’s incursion. 



Blocks acting as barriers have red cores that 
should be destroyed, which will allow you access 
into newer areas. You’ll see them scattered 
throughout Aurum territory. 
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WALKTHROUGH 



\ larger barrier is guarded by a Xoneme and 
i 2 ixo. The shields on a Xoneme block most 
i-ged attacks and act as a physical weapon 
gainst melee combat. You’ll have to wait for the 
s- elds to expand and then dodge through the 
: triers to get at the Xoneme. 



1 Sios generate black holes that trap you in 
: ace before unloading powerful beam cannons 
on their victims. 


« . # 

■ & 

re not saying Yiello, if that’s what 
3 asking. 


O You encounter Zaurums for the first time 
here. They use wide area-of-effect shock waves 
to cause the confusion status. 



© The red core here is defended by Tribytes 
and Zaurums. 



o Don’t destroy the red core in this room right 
away. When you try to collect the weapon lying 
on the ground, it’s raised up by a part of the 
deck. You can use a jump pad to get on top of 
the red core to collect the item. 



O The Treasure Box here is actually a Mimicutie! 
Going near it sends you to a lower area where 
you must battle with the Mimicutie and a Quoil. 
This is not a good combo to face in these close 
quarters. If the Quoil charges into you, you’ll 
be stuck spinning, which makes fighting the Mim¬ 
icutie that much more frustrating. 



Luckily, there’s a convenient hot spring nearby 
that you can use to restore yourself. You can also 
snag another weapon that is stored next to it. 



O The Exo Tank here can be used to make a 
tough jump in the section after this. Don’t get it 
destroyed too soon. 



© This is a difficult jump—no two ways about it. 
However, it’s the only way to grab this Treasure 
Box. You need to use the ramp to get to the 
ledge itself with the tank. You don’t need to use 
the boost! As long as you get a solid running 
start at the ramp, and come at it straight on, you 
should be fine. 
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0? If you’ve still got an Exo Tank, you can blitz 
past the enemies on this winding road easily. 



107070 


(D This side ramp can be used by an Exo Tank 
to enter a level 6 Intensity gate. Don’t miss the 
Treasure Box in the corner of this room. 



0 After a grind rail ride you arrive on this island 
and are confronted by a Baglo. This enemy 
absorbs any attack and responds with a vicious 
counterattack. Do not take Baglos lightly. Defeat¬ 
ing the Baglo in this location causes the Treasure 
Box to spawn. 



0 A Xoneme attacks your landing spot near 
the exit to this stage, while a pair of Kolmas roll 
around the lower level. Don’t take the Kolmas 
lightly, they do heavy damage every time they 
roll into you, and with a pair of them on the 
field, it’s a quick way to get finished. Defeat¬ 
ing all the enemies in this location causes the 
Treasure Box to spawn. 




(E This last winding walkway to the depths of 
the tower is the final stretch! Everything the 
Aurum have shown you so far can be expected tc 
try and block your way here. 



Rezdas make an appearance here, acting a 
shield for Jyok to blast at you in relative safety. 



The bottom of the tower has an elevator that 
takes you to the Aurum Core, but it’s guarded 
by a Baglo. It’s probably for the best if you jus- 
collect the Drink of the Gods and step into the 
elevator without provoking the Baglo. 
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Battle: Aurum Core 


After the fast-paced, adrenaline-soaked battle 
with Phosphora, the Aurum Core is much less 
ntimidating. Protected by a rotating set of 
^penetrable barriers, the core otherwise starts 
off seemingly undefended. 


Of course, when the battle begins, the defenses 
make their presence felt. A series of constantly 
regenerating turrets line the core and the walls 
to the room and fire energy blasts at Pit. The 
floor also becomes a weapon, with sections of it 
glowing. Touching those glowing panels results 
in a bit of a shock. 


It’s a smart bet to clear out as much of the 
defenses as you can before laying into the core, 
if only to avoid having to deal with too much 
incoming fire. Even without turrets, the core 
can still fight back by exerting a gravity field 
that pulls you closer to it, where it can then dis¬ 
charge its energy as an attack. Beyond heeding 
these warnings, the Aurum Core battle is about 
patience and attentiveness. Shoot the core when 
you have an opening, don’t allow Pit to stray 
onto any of the electrified panels, and try to 
keep the defense turrets to a minimum 
should be fine. 


After destroying the core, the island it powered 
predictably begins to collapse back toward the 
planet. Pyrrhon rescues Pit from the dying ship, 
but it’s clear that the battle is far from over. 


Min Health Max Health 
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ake out'tnbsc green targets, Pit! 



Air Battle 
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The Aurum have been weakened with the loss of 
their vanguard, but are still a capable opponent. 
Diving from the doorway, Pit’s first targets are 
the marked weak points on a swarm of Aurum 


After your first attack on the fleet, the Aurum 
counterattack is vicious, with ships of all sizes 
opening fire. 
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WALKTHROUGH 



-ades joins the fun, seeing the opportunity to 
real a choice new ride for his Underworld Army, 
^alutena sets Pit’s course for the central Aurum 
- ve, where their military strength is continu¬ 
ously produced. 



?ozzes, small green glowing spheres, try to 
rash into Pit, while the Aurum flood the skies 
with copies of familiar Underworld enemies. 



As you get closer to the Hive, Palutena advises 
Pit that it is possible to hide from the Aurum 
fleet through a lower route, and takes Pit inside 
an Aurum vessel. A destroyer rams its way 
through the hull, trying to shoot you down. 



Having escaped the destroyer, Pit faces down 
another portion of the Aurum fleet. Palutena 
helpfully marks more weak points on their hulls. 
Do your best to destroy them while also dealing 
with the regular Aurum troops, as the extra 
hearts you get from them are always welcome. 
There are many good opportunities to use a 
Special Attack here. 



The attack on the hive is blocked by a massive 
energy shield, but Hades shows no respect 
for such petty defenses and throws his newly 
acquired battleship into the shield. Your route 
into the hive is through the burning remains of 
Hades’s ship! 
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The Aurum Hive’s main generator is the primary target, and they know Pit is coming. You’ll see more Aurum versions of familiar Underworld and Nature goons 
mixed in with the usual Aurum assortment. 





0 An alarm sounds as soon as you step into this 
room and you’re attacked by an Aurum Urgle. 


0 Aurum Monoeyes patrol this room, while por¬ 
tions of the floor become electrified. At the end 
of the corridor, a Baglo lies in a small alcove to 
the right of the exit. 


€> The electrified floor on this platform makes 
combat more difficult, as it restricts your move¬ 
ment options. You may find yourself dealing with 
Aurum Shemum until the floors deactivate and 
you’re able to destroy the jars they are spawn¬ 
ing from. 


0 Aurum Miks will try to knock you off this col¬ 
lapsing narrow path. A good tactic is to snipe as 
many enemies as possible before you begin the 
run on the walkway. If you fall off, you’ll miss out 
on some treasure. 


START 


A new Aurum type, the Biota, appears in the 
area the walkway once occupied. Knock its shots 
back at it with melee attacks to defeat it. 


■ Treasure Box 
^ Intensity gate 
★ Zodiac Chamber 
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WALKTHROUGH 



This hall has numerous rotating laser barriers. A 
:air of Urgles will try to ambush you here, and it’s 
rest to draw them away from the laser traps so that 
rere is less of a chance you’ll get knocked into one. 



A massive Aurum vehicle drives through this 
area at regular intervals. 



t can’t be slowed or stopped and, as one might 
expect, it hurts to get hit by it. You need to wait 
; or an opening and sprint down the tunnel until 
you get to one of the safe zones, wait for the 
.ehicle to pass, and then continue your advance. 



114530 


Not all of the side areas are perfectly safe. This 
one contains a Baglo. There is also a Treasure 
Box behind the breakable wall in this alcove. 



You must break through a damaged wall to get to 
one of the safe spots. 



OA hot spring has managed to find its way into 
the Aurum Hive. Don’t ask too many questions 
about it. 



O Hop into the Aether Ring found here, and 
keep it in one piece! You can’t access the Zodiac 
weapon in this level without it. There are a lot 
of Jyoks in this room and they can do a lot of 
damage to the vehicle, so don’t forget to use the 
shield ability when necessary. 



Kolmas and Aurum Urgles attack after you 
destroy the Jyoks. 



Don’t miss the Treasure Box that appears in this 
room after the enemy has been wiped out. 



O The moving walls in this area provide a dif¬ 
ferent challenge. The Aether Ring is not exactly 
a precision craft. One bounce off an object can 
affect where it’s going immensely, and it’s not 
known for its ability to stop on a dime. Too many 
impacts with these moving walls will cost you the 
Aether Ring. 



& Take the Aether Ring and drop down the hole 
in the center of this room. Spin around in midair 
until you find a switch to shoot. This will open 
the way to the Zodiac Chamber. 



0 The winding wall here contains a level 7 
Intensity gate. If you’re playing at that level, the 
gate opens and dispenses a weapon. 
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One of the doors in this hall will dispense a 
Treasure Box. 



0 As soon as you enter this room, the Aurum 
attack in force. Quoils, Sios, and a Zrink are 
among the attackers. Be careful about the 
electric spark traveling in a square shape on 
the floor of this room. If you’re still driving 
the Aether Ring, the ambush may not seem too 
difficult. Just don’t forget your shield! Once the 
room is clear, a jump pad will take you to the 
next section. 


A 




0 A long grind rail stands between you and the 
heart of this fortress. You get some assistance 
from the Forces of Nature during this trek. They 
are marked with green arrows, so if you don’t 
mind the extra help, don’t shoot them down. 




You can hop between different grind rails on the 
way to the generator, which will come in handy 
when avoiding attacks from Jyoks. 



(f The last line of defense before the genera¬ 
tor room throws a small Aurum zoo at you. It’s 
nothing you haven’t seen before, but this can 
be a taxing battle, particularly if you’re low on 
health. Once you overcome the three waves 
here, a Drink of the Gods appears. The way to 
the generator is open. 
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T he central Aurum Generator is an interest- 
-g boss battle. A series of grind rails take Pit 
c r ound the sun-like device. Your job is simply 
:o pour shots into it until it explodes. Tribytes 
:atrol around the generator, acting as a primary 
:efense. 






Aurum Generator 






1785 


473 


As you continue to do damage to the generator, 
it will erect impenetrable barriers to try to block 
your attacks, and will send out the energy bolts 
with greater frequency. Don’t shoot the shields 
if you can help it. They absorb your attacks 
and turn them against you. The biggest danger 
of this battle is simple running out of health 
through carelessness, as you may not always be 
in range of your weapon to hit the generator, so 
the fight can take longer than you might expect. 


* O 


Once the Aurum Generator is destroyed, the 
Aurum Hive ship joins it with a spectacular explo¬ 
sion. There is another major target: the Aurum 
Brain. 


The generator occasionally sends out bolts 
of energy that ride along the rails toward Pit, 
usually when you have an opportunity to switch 
rails. 
































































The Aurum are nearly on the ropes. The 
combined forces of the Underworld and Nature, 
Palutena, Pit, and Pyrrhon launch a mas¬ 
sive counterattack on the Aurum Brain itself. 
Undeterred by this combined force, the Aurum 
resistance has only grown stronger and more 
fanatical. 


fTT-i - 

Don’t feel bad if you’re finished off quickly 
by the Aurum during this Air Battle. There 
are certain parts of the stage that are 
punishing to go through without a 
powerful weapon. 


M 


The hull of the mother ship can be especially hectic 
as you fly past Aurum Cruisers. When you arrive a: e 
breach in the hull, Recovery Orbs wait to be collect: 
It’s possible Pit could use some healing by now. 


* 


Sios infest the main route to the Aurum Brain 
The gravity fields they fire can hold Pit in place 
while other Aurum try to finish him off. Com¬ 
pared to what happened outside of the ship, the 
defenses here seem rather thin... 


Air Battle 


7s THE AURUM 
BRAIN 
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WALKTHROUGH 



The Aurum Brain itself summons the full array of 
ts forces to defend itself, and things seem to go 
.veil, until Pyrrhon gets involved, flying face-first 
nto the brain. 



his is not good. This is not good at all. 



"he resulting blast forces Palutena to pull Pit 
:ut of the ship at high speed. Unconcerned 
:~at their Aurum Brain has just made explosive 
contact with a sun god, the Aurum continue to 
c::ack as you make your escape. 



Pit’s concern with Pyrrhon’s well-being turns to 
shock. The sun god has betrayed the pantheon, 
and now controls the entire Aurum fleet. Hades 
says it best: “Oh, snap!” 



Viridi does not waste any time launching her 
remaining Reset Bomb at Pyrrhon’s new digs. It 
goes much worse than expected. And the bad 
news keeps flowing, as Palutena reminds Pit that 
the power of flight is about to run out. She tries 
to teleport her servant out of the battle, but Pyr¬ 
rhon prevents even that. Soon, Pit’s wings begin 
to burn up, Palutena’s magic having exceeded 
its limits. 



As Pit falls to his doom, Viridi steps in once 
more, offering a platform to land safely on. 
Simply line up the targets as Pit falls, and Viridi 
will take care of the rest. This battle isn’t over by 
a long shot. 
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Land Battle 






Boss Battle 



Now on a platform delivered by Viridi, Pit must 
hold the very thin line against constant Aurum 
assault, while the Forces of Nature do their best 
to escort Pit to the center of the mother ship. 
Everything you’ve seen the Aurum throw at you 
so far will now attempt to stop you. Early on, 
you have very limited room to maneuver, so your 
dodging skills are going to get a workout. 



Eventually, Viridi sends a larger platform for Pit 
to arrive on, along with some food to replenish 
health. The unfortunate side effect of the larger 
platform is that enemies now leap aboard to try 
their luck against Pit’s dose-combat abilities. 



When the Aurum Cruiser tries to absorb the 
whole platform, watch out for the purple walls on 
either side. These hurt to touch, and if you’re 
unlucky, an enemy attack can actually bounce 
you into them. A Dohz will try to block your 
progress when you escape the hot walls. After 
escaping the first cruiser, two more try to sand¬ 
wich the platform, and all the while more Aurum 
continue to board it to attack. 



Pyrrhon rewards your efforts with his patented 
Pyroblaster, eliminating the Nature troops who 
were carrying your platform... 


. 
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WALKTHROUGH 



3ut Palutena’s centurions come to the rescue! 
= or this next part, you need to protect the two 
centurion strongarms who are pulling the plat¬ 
form closer to Pyrrhon’s lair. 



Security doors try to shut down an access cor¬ 
ridor during your ride. Use a charged shot to try 
to hit the flashing weak point from afar. You can’t 
afford to lose your workhorses. Beyond that 
set of traps, energy beams fill the corridor. It’s 
possible to dodge many of them by standing in 
the right location, but others may require you to 
use the jump pad. 



After the doors and the beams, the Aurum block 
your way once more, holding up the centurions 
and attacking in force. This fight is as much 
a test of skill as it is a test of your chosen 
weapon. You need to be able to accomplish quick 
kills on the enemy. If they are allowed to focus 
their fire for too long, you’ll lose the centurions. 
After you manage to hold off the Aurum attack, a 
Drink of the Gods appears. It’s time for the final 
showdown with Pyrrhon. 



’he jump pad on the platform is useful to evade 
attacks, or simply to get a better shot angle on 
ne Aurum. 
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UPRISING 


Boss Battle: Aurum, 


Health Range 



E&oGhd 



Min Health 

Max Health 

595 

1904 


It’s obvious at first glance that not all is well with 
the sun god. It becomes apparent that Pyrrhon 
may not have intended things to get this far. 


Aurum Pyrrhon is protected by a shield that is 
generated by green generators surrounding 
him, transmitting their energy into his protective 
barrier. You need to disable them before he will 
be vulnerable. He will try to set up a fire ring 
around your platform that cannot be evaded 
normally. You’ll need to use the jump pad to leap 
over the ring as it closes to avoid damage. He 
also sends out a cluster of small crystals that 
have a short delay before they explode, and 
sometimes he sends those out after setting up a 
fire ring to try to catch you with both attacks. 
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Pyrrhon’s fire dragon also comes out to play. You 
can’t destroy it as it flies around your platform, 
so you have to evade it. He also has the ability 
to send out wide fire shock waves, and large 
flaming boulders whose explosions can reach 
almost a quarter of the whole platform! 



When the shield is disabled, Pyrrhon becomes 
vulnerable. Use your best charged shots that 
have good range. He still tries to spit fire balls, 
set up fire rings, or send out his fire dragon, so 
don’t get careless while trying to shoot him. 



[ID 


F 




W : 


. 


The biggest danger of the fight is the fact that aimer 
everything Aurum Pyrrhon uses causes fire damage 
which can burn for a short time after you’ve been hr. 
This means that only a few solid hits can put you in 
serious danger just because of the extra burn dam¬ 
age. Do the best you can to limit any direct hits, an: 
keep the pressure until Aurum Pyrrhon is history. 



But it’s still not over! As the corrupted god self- 
destructs, you have to eliminate pursuing Auru- 
during your escape. After a short ride, Pit escape: 
the Aurum mother ship, and Pyrrhon’s energies 
push it away from the planet. At long last, you car 
turn your focus back toward the Underworld Arm* 
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Hey, what's that? Is It...a ring? 


START 


FINISH 


his chapter opens in complete darkness. Pit doesn’t know where he is, or why he is there. 


Boss Battle 


SB Treasure Box 
Intensity gate 
★ Zodiac Chamber 


CHAPTER 18: THE RING^OErCHAQS 


Land Battle 


In the aftermath of the Aurum’s failed invasion, Pit has apparently been transformed into a ring. The 
name Chaos Kin is ingrained into his memory. As for the ring, it is picked up by a little girl, whom you 
now control. Run toward the town smoldering in the distance. 












































O As you enter the town, you’ll see Pit’s body 
in the sky, attacking something within the town. 
Take the dog into the nearby side alley and slip 
through a hole in the wall. 


G You will see a Treasure Box inside the build¬ 
ing as you crawl through the walls, but there is 
no way to open it as a dog. Climb up the stairs in 
this room and use the thin walkways to find the 
building’s exit. 


Magnus drops a few knowledge bombs on Pit. It 
has been three years since the war between the 
Underworld and the Forces of Nature was inter¬ 
rupted by the Aurum invasion. Palutena’s army 
mysteriously disappeared from the world, leav¬ 
ing the humans to fend for themselves against 
the armies of the other gods. When Palutena s 
forces returned, they, too, had become an enemy 
to all mankind. 


0 As you leave the building, you find Magnus 
battling against the centurions. Pit gets the dog 
to give Magnus the ring. 


You now have control of Magnus! He plays most¬ 
ly the same as Pit, but has no ranged attacks to 
speak of. You will not miss them. Magnus is an 
excellent fighter in his own right, and his sword 
has absurd range for a melee weapon. Your first 
order of business is to break through the doors 
to the building you passed through as a dog to 
collect the Treasure Box. 



ironically, that’s why I was here 
in the first place. 


O This room seals itself as soon as you enter, 
and centurions will try to ambush you. They ca- 
be quick to evade your attacks, but they aren t 
particularly dangerous, even in groups. 



There’s a Treasure Box in this room, but it’s nc: 
accessible from here. You’ll have to find a leve : 
Intensity gate in the alleys beyond this room. 



G Explore these alleys thoroughly for centurions 
to beat down. You’ll also want to find the 
Intensity gate in the area. It’s level 6, but you 
shouldn’t have much trouble getting here on 
that difficulty setting. Defeating all the enemies 
within this area spawns a Treasure Box. 


3300 


V 


You don’t need to go in with guns 
blazing, you know. 


Centurion knights are introduced here. They try 
to get close to Magnus and stab him with their 
spears. Their shields can protect them from his 
sword, but not for very long. 
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WALKTHROUGH 



j ”ne centurion strongarm in this area is an 
: rr-al threat compared to his smaller cronies. 
"*r , can body slam Magnus for heavy damage, 
:: don’t stand right next to them and swing 
: -dly away. 



0 You encounter centurion knights and Skuttlers 
Sghting here. Through the door they battle next 
: a set of stairs leads to another strongarm. 

The walls of the area become electrified, so be 
ireful not to run into them while fighting the 
: g guy. 



After the first strongarm is defeated, another 
eaps into the ring with some centurion back 
jp. Ignore the smaller fry until the strongarm is 
"nished. You can’t afford to ignore the threat of 
- s wrestling prowess. After the fight here, some 
iz : d appears near the new exit. 



O A Juggernaut locks this path down, flinging 
boulders at you. Just get close and beat it down 
with your sword. It’s possible to take a side alley 
to flank the machine, but the way is defended by 
a centurion knight. 



O Pressing on, a second Juggernaut guards 
the way forward. This one is firing a barrage of 
arrows so standing in front of it while it is firing 
can be costly. Wait for an opening, then sprint 
around behind it to destroy it. 



(£ Another pair of strongarms, backed by 
centurions and centurion knights, attacks you the 
moment you enter this area. 




A Crawler tank is attacking centurion forces 
here. You can let the tank wipe them out before 
jumping down to destroy it, or take them all on 
at once and gather some extra hearts. 
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® The hot spring here is your rest stop before 
going off to face Pit’s Body. Don’t run up the path 
to his arena just yet, though. Check the area near 
the hot spring to find a Zodiac Chamber. 



The path to the boss battle isn’t undefended. Strongarms come 
rushing down the hill, backed by centurions and a Juggernaut 
Get rid of the strongarms and centurions first, then take out the 
Juggernaut. As soon as the enemy is destroyed, a Drink of the 
Gods will appear Prepare yourself to face yourself! 


03G3 BzGBSB CSft Bta3? 



Years before, Pit was able to witness Magnus 
in action against the Underworld Army. Now Pit 
must use that strength to beat the evil stuffing 
out of himself to be freed of his ring prison. 


Despite not having a serious ranged attack, 
Magnus is not helpless if Pit’s Body puts some 
distance between you. His sword is absurdly 
large and even his basic swipes with the weapon 
have impressive range, allowing you to smack 
Pit’s Body out of a dodge rather easily. Magnus s 
forward dash attack is a powerful kick that 
also helps him get close, while guaranteeing a 
knockdown on Pit’s Body if it lands. If Pit’s Body 
manages to clash his weapon against yours, just 
keep trying to attack. You’ll eventually break 
through if you’re persistent. 


Pit’s Body retains its full natural mobility and 
evasive skills, and the fight plays out similar to 
a duel against Dark Pit. Be especially careful 
of his charged dash shots. They can hit rather 
hard, and they fly at such great speed that if 
you’re not paying attention you can take hits 
before you’re ready. Pit’s Body can also be quite 
dangerous in melee combat, if you allow him to 
get started. 
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Min Health Max Health 


220 | 770 
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•ter the battle, Magnus puts the ring on Pit’s 
kdy, breaking the ring and freeing the angel 
~3m his imprisonment. Still unsure of why 
t erything has become the way it has, Pit pleads 
»n Palutena to grant him the ability to fly back 
: Skyworld, and his wishes are apparently 
•rswered... 


emthiw 





































hmkrusin: 


i 1 




Air Battle 



Skyworld is ruined, a mere shadow of its former 
self. Pit can’t believe what he is seeing, even 
as more centurion knights bear down upon him. 
Even Palutena’s Temple has been desecrated. 



The Goddess of Light herself finally appears 
before a stunned Pit, claiming that times have 
changed, and so has she. Flinging parts of 
Skyworld at her former servant, Palutena sends 
more centurions to battle. 


Make sure Juggernauts don’t get the chance 


to unleash their full arsenal on Pit during the 
flight back through the clouds. Another dose of 
Recovery Orbs can be collected just as Pit climbs 
out of the storm. 


Convinced he can save his goddess, Pit demar^ 
that Viridi send him into the temple so that he 
may confront Palutena personally, but a powe-. 
shield denies him entry. Unable to do more. 
Viridi withdraws Pit back to her palace. 
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As Underworld Army monsters and Skyworld cen¬ 
turions attack, Pit thanks Palutena for her sup¬ 
port, only to be answered by Viridi. She offers to 
help Pit return to Skyworld in order to show him 
what has become of his home and his goddess. 





Lady Palutenaaaaaa! 











































































CHAPTER 19: 


You will want to take a weapon into this 
chapter that has good ranged capability! 
Taking a club weapon into the Land Battle 
can be a frustrating ordeal. 
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The shield Palutena has around her temple is im¬ 
possibly strong. Viridi suggests that you borrow 
the one thing that can shatter such a barrier: the 
Lightning Chariot. The Underworld Army is out in 
force to prevent this, however. 


Fort Oinks take a lot of firepower to beat, and 
while they are still alive, they are bringing more 
Underworld goons to the fray. Ignoring the 
small fry while trying to bring down the fort is 
possible, but make sure you’re staying alert for 
incoming fire. 

















































Viridi suggests that the best way to reach the 
chariot is to use a massive cannon to propel 
Pit into the heavens it rides through. As you 
approach the cannon, you can collect Recovery 
Orbs. Keep Pit safe until Viridi flies him into the 
weapon and launches him to the stars. 


Even in space, Pit isn’t safe. The Underworld has 
pursued the Lightning Chariot this far as well, 
but they are having some difficulty just keeping 
up with it. 


Watch for a Monomiknose to attack shortly after 
escaping the warp tunnel. Consisting of multiple 
monsters, a Monomiknose can absorb some pun¬ 
ishment before going down. It will try to close 
in on Pit to attack, so be ready to counter with 
melee or dodge should it survive its charge. 


The chariot opens a warp tunnel that Viridi has 
Pit follow. Avoid the various Monoliths that are 
scattered throughout the warp. Hades decides to 
chime in around this time. It seems the Lightning 
Chariot is supposed to be quite the goddess 
magnet. 


Lightning bolts begin to crash down throughout 
the sky, complicating the approach to the Chari¬ 
ot’s resting place. The tower housing the chariot 
is massive, so Viridi logically drops Pit off at 
the very bottom floor after breaking through the ’ 
final waves of enemies, ensuring that the angel 
must fight his way up every floor to reach the 
Lightning Chariot and its master. 

j ***, - -- - » * 

You’re probably going to question her logic qui 
a bit here. 














































WALKTHROUGH 



This is the single longest Land Battle in the entire game. While there are other endurance tests to come, this chapter is arguably the hardest to clear at higher 
rrtensities due to the sheer size of the tower. There’s a lot of time from start to finish to find ways to screw up. You really need to pace yourself, as healing 
-f ms aren’t exactly common, and the Underworld Forces going to be playing hardball. 




■ Treasure Box 
^ Intensity gate 
★ Zodiac Chamber 





O Get used to the pattern of the tower: a 
winding walkway up to the room, often involving 
facing down attacks by the Underworld Army, 
followed by a room with another battle or trial of 
some kind. Repeat this until you reach the top. If 
you’re trying to snag the Treasure Hunt achieve¬ 
ment for beating this chapter under a certain 
time limit, hopefully you will have brought a 
weapon that improves your running speed, and 
you’re also very good at running past your 
enemies. 



© This room contains a series of pits, with 
Octos and Corals hopping out of them to attack. 
A Wave Angler and a swarm of Miks appear after 
the first group is defeated. 
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0 You must cross a bottomless pit on a small 
moving platform. A team of Skuttlers and a 
Ganewmede attack from an elevated perch on 
one side of the room. Try to avoid shooting the 
Ganewmede until you get to the other side of the 
room because the spiked balls it counterattacks 
with are tough to avoid with everything else 
that the Skuttlers are doing. Once you cross the 
chasm, you can leave this room even without de¬ 
stroying all of the enemies. Defeating all of the 
enemies within this area spawns a Treasure Box. 


0 The pillars in this room must be destroyed 
to bring two Zurrets here down to your level. 
A Treasure Box can be found atop one of the 
pillars. 



’■ You can find Speed Boots before entering this 
room, and for good reason. At any given time, 
half of the floor here is electrified, alternating 
halves at regular intervals. The extra speed will 
help you get to safety, while also helping you 
fight the Splins that appear here. 

© The walkway in this room is equipped with 
jump pads for a reason: boulders roll through 
the area. A trio of Miks also patrol along the 
edge of the chamber. 


A Shelbo and Zuree also appear on this floor. 
The Shelbo is particularly bad due to its suction 
attack that can potentially drag you to the elec¬ 
trified half of the ground. 





0 This walkway is guarded by Wave Anglers, 
who try to interfere with your jump pad-assisted 
leaps. 




O Before you enter this room, you can pick up 
an X Bomb at the door. However, you may not 
have much call to use it, as an Aether Ring is 
found in this area. The floor is covered in ice, so 
you’ll want to use the vehicle to make the battle 
here easier to manage. A Snowman, Tortolunk, 
Leox, and a Frozum make up the enemy force 
here. 



0 The four land mines in the center of the room 
are simple enough to avoid while fighting off the 
first wave of Syren. When the Shelbo appears, 
make sure its suction attack doesn’t drag you 
into one of those explosives. 
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WALKTHROUGH 




A group of Reapettes are arranged in a 
; ormation that begs for them to be bowled over 
oy the massive boulder atop the ramp. All of the 
Reapettes must be destroyed before you can 
oroceed. The catch here is that once you hit the 
boulder, it will never stop bouncing off the walls. 
This can make running for the exit a bit tense. 



There’s a Treasure Box that can be found in this 
room, in the small alcove to the right of the ramp 
the boulder started on. 



© As you chase the Belunka up this set of jump 
pad gaps, it drops off a pair of Skuttlers. The 
third enemy it deploys is an Orne, so don’t get 
complacent and run headlong into it! 



© This room. THIS room. Take a thin and slip¬ 
pery walkway, sprinkle a dash of Underworld 
goons, and add a windstorm that constantly 
blows through the center of the room and threat¬ 
ens to knock you into a bottomless pit, and you 
have one of the more frustrating sections in the 
entire tower. Don’t be surprised if you actually 
die in this room the first time you try to pass it. 



The first Treasure Box contains Speed Boots, and 
it’s recommended that you DON'T pick them up. 

If you do, wait for the effect to wear off before 
continuing. There’s enough to worry about in 
here without having to also deal with the extra 
speed sending you slipping into the abyss. 



When you get to the second level of this 
chamber via a jump pad, a swarm of Monoeyes 
appears near the exit. Destroy them all before 
attempting to proceed, as their shots can knock 
you off the walkway. Remember, every time you 
fall here, you lose health and have to start from 
the room entrance! Fortunately, in a show of 
some mercy, food is placed near the exit to help 
restore some of your health. 



® A Shelbo and a team of Skuttlers attack when 
you arrive at this floor. 



When the enemy is out of the way, an Exo Tank 
appears. You must drive it up the unlocked ramp 
until you reach a part of the track that contains 
no safety guard rails. There’s no reason to rush 
during the turns! 
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During the final stretch, use the Exo Tank boost 
to clear the jump to the exit door. 


(£ The central pillar in this room has a series of 
targets that must be destroyed. Each destroyed 
target lowers the pillar down one level. 


The last target allows a portal to the next section 
of the tower to appear, but you still need to con¬ 
tend with a Tortolunk and a Snowman. Once they 
are destroyed, Handoras and a Snong attack. 
Finally, a wave of Miks and a Vakloom descend 
onto the field. Once they are all destroyed, 
a Drink of the Gods appears near the portal. 
You’re halfway to the Lightning Chariot. Yes, only 
halfway. 


<£ Syren attack as soon as you arrive at this nex: 
section of the tower, followed by a Shildeen and 
a pair of Handora. An Igniot and a Mik appear 
for the third group of enemies. You can fall off 
the edges of the ring you battle on here, so be 
careful. After you’re clear, take the new jump pac 
to the exit of this room. 


Two Bumbledrops protect this walkway, and 
can be rather dangerous as a duo. Try to engage 
them one at a time. 
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WALKTHROUGH 



This small maze punishes blind haste. You 
ran easily fall into a pit or walk into an Igniot’s 
ne of sight. Girin also hide in the floors here, 
^reserve your health by paying attention to the 
“oor and making sure you know what is on the 
nath you’re about to turn down. 



A level 6 Intensity gate is in this room, granting 
access to a Treasure Box. 



The Fort Oink on this ramp will be spitting out 
Skuttlers to try to distract you from it. Destroy¬ 
ing it will cause an X Bomb to appear in front of 
the door to the next room. 



If you did pick up the X Bomb, the Eggplant 
Wizard that starts off on this floor can be de¬ 
stroyed quickly. A Wave Angler appears after the 
wizard is beaten. 



The third enemy set consists of Shemums and 
a Guttler, Try to kill the Guttler before it eats too 
many Shemums and becomes a major threat. A 
Smart Bomb appears during this wave to help 
deal with this group. 



A Crawler, Skuttlers, and a team of Pluton thieves 
are the fourth wave. Try not to let the Plutons 
steal your hard-earned treasures. It’s almost 
worth it to focus on them first, as long as you 
keep moving you’re relatively safe from the 
Crawler’s firepower. 

Survive all of this, and a Drink of the Gods ap¬ 
pears near the exit. You have to be getting close 
to the top of this tower, right? 




r 2t This grind rail ride is probably a welcome 
sight after climbing up the majority of the tower. 
Take out as many enemies as you can during the 
climb. 



*3) A Cherubot is at the center of this room, 
much to the dismay of the Underworld forces. 
Take it and let nothing survive. The last foe of 
this room is another Fort Oink, but when faced 
with the power of the Cherubot, it should fall in 
short order. Viridi promises to you a special gift 
on the next floor. 
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When blue flames appear just above the Chariot Mas¬ 
ter, he’s preparing a barrage of fireballs. The flames 
act as small turrets that spew smaller shots at Pit. If 
you’re moving fast enough, these shots will never hr 
Pit, falling just short of him every time. 


cm - 

Remember that you can dash and dodge while 
on the chariot just as you are able to on foot! 
Avoiding damage is much easier this way, as 
opposed to just trying to steer normally. You 
also want to use your charged dash shots i 
to cause as much harm to the Chariot 
Master as possible. 


3ts / 

is 


Once you overcome the Chariot Master, he 
formally entrusts both the Lightning Chariot and 
the realm to Pit before vanishing from existence 
With the Chariot in their possession, Viridi and 
Pit are now ready to save Palutena from herself 
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The last gap hides an Orne. Just keep moving! 






Viridi’s gift is a hot spring. A Bumbledrop is 
also enjoying the refreshing waters, so be sure 
to show it the business end of your weapon. 

After the recharging at the hot spring, make your 
way up one last ramp to reach the portal that 
takes you to the Chariot Master. You’ve made it 
to the top! 


The Chariot Master offers one of his steeds to 
Pit in order to test his resolve and see if the an¬ 
gel is worthy of the Lightning Chariot. You must 
steer the Chariot around the racetrack, evading 
obstacles and the master’s attacks, while keep¬ 
ing a steady aim on him. 


The Chariot Master often leaves trails of explo¬ 
sive mines. You generally have time to see these 
coming if you’re far enough back, but there’s 
a real danger of getting hit if you’re riding too 
close to him. He also casts large bolts of light¬ 
ning that you need to go around. 





1 


Min Health 

Max Health 

350 

V. 

1750 





























































CH ARTER 
PA LUTE N ATT EM RUE 


Air battle 


Flying the Lightning Chariot to Palutena’s Temple 
is a bit different from your usual Air Battles. The 
camera is situated above the chariot, much like 
an old-school vertical shooter. The shooting 
controls are the same as always: Hold down the 
fire button for continuous fire. If you don’t shoot 
for a short time, you gather up a charge shot 
that can pierce through formations of the enemy. 
Watch out for obstacles you can’t destroy and fly 
around them. 


CZD- 

Note that the unicorns, Phox and Lux, don’t 
count as part of the Lightning Chariot’s hit 
box. Even if incoming shots graze them, 
you do not take any damage, as long as 
neither Pit nor the chariot cart are hit. 


k 




You don’t have access to your 
screen-clearing Special Attack during 

this chariot ride. 


A Fort Oink also tries to seal off the tunnel, spawning 
various enemies while trying to ram into you. Be 
especially alert when it spawns a group of Gyrazers. 
They can scatter across the entire field and before 
you know it you’ll have shots coming at you from 
many directions. During this encounter, you find out 
that Hades was right. Pit and Palutena are respon¬ 
sible for the chaos that began three years ago. The 
destruction of the Lunar Sanctum freed the prisoner 
it held: the Chaos Kin. Before Viridi can explain what 
that is, you arrive at Palutena’s Temple. 


The chariot picks up some serious speed 
when you reach the warp tunnel and the 
enemy begins throwing groups of Gyrazers 
to try to fill the whole field with bullets. Try to 
wipe out clusters of them with a charged shot. 


Forcibly. 
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Land Battle 





O A centurion strongarm attacks you among 
the statues inside this building. Note that you 
can destroy the statues to uncover clusters of 
hearts. 


0 The entrance to Palutena’s Temple is the site 
of a battle between the front line of her centu¬ 
rion guards and a determined Underworld attack. 
You could skip past all the combat and enter the 
temple right away, but you’d be missing out on 
hearts from all the enemies you can destroy. 


START 


Hot Spring 


Boss Battle 
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WALKTHROUGH 




O You can ride an Exo Tank through this section 
of a former race course, or you can bypass the 
rack altogether by means of a level 5 Intensity 
gate. 


O A wall of centurions and centurion knights 
greet you in this room. Don’t get careless with 
centurion arrows, there are enough of them in 
this room that each hit can add up quickly. 



The way beyond the Intensity gate requires you 
to make jumps between small stone platforms 
while fighting off Syrens. 



O The Skyworld jail warrants exploration before 
you move on. Defeat the group of centurions 
and Underworld goons, then start searching 
around. 
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It’s a maze. TKSf¥Mh#t f meant when 1 

said it's twisted. 
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O-i. ter 

Familiarize yourself with the surrounding 

passages to keep^pr?i getting lost. 


The center of the room has a trap door that 
leads to the lower level of the dungeon. An 
Erinus faces off against several centurions. 

You can wipe them all out by blasting the Mega 
Marble. The ensuing explosion sends out several 
bouncing purple projectiles that will eliminate 
the enemies they touch. 



I just want to get this out there. The 
Chaos Kin doesn't work for me. 


This lower area contains a key that you’ll need to 
open the exit. This lower area contains a key that 
you’ll need to open the exit. Be thorough when 
exploring the underground passages. Players on 
Intensity level 8 can find an Intensity gate that 
hides a treasure box. 















































Many of the jail cells on the upper floors can 
be opened by standing on the switches outside 
their doors. Centurions are posted in the area to 
watch over the Skuttler and Pluton that are being 
held under lockdown. One of the cells contains a 
Zodiac Chamber portal. 



When you’re ready to leave, look for the gate 
with the electricity lock. If you’ve picked up the 
key, the gate opens and a bridge extends to the 
exit. 



G A Juggernaut and some centurions teleport 
into this room. Blast your way through them to 
leave the prison behind. 



O A Tempura Wizard and an Erinus stand guard 
on this island. Focus on the Tempura Wizard 


first, then take on the Erinus. Also beware of the 
severe crosswinds in the area leading to the next 
section. 



O This race track contains another Exo Tank to 
ride. Use it to make short work of the Shulms 
and Daphnes that occupy the course. Once they 
are beaten, a set of Leox and Monoeyes jump 
into the fight. As long as you keep the bike on 
the course and keep firing, you can literally 
run laps around and through the enemies until 
they're all finished. 



O This last stretch can be made very simple if 
you still have the Exo Tank. It’s a straight shot to 
Palutena’s main temple—just don’t slow down, 
use the boosters, hit the ramps straight on and 
you’ll make it. Take the jump pad up to the next 
ledge and collect the food. You must survive 
another gauntlet before the battle against 
Palutena. 



Palutena’s guards make their stand in this 
courtyard. The first group consists of centurions 
working alongside a centurion strongarm. The 
Treasure Box appears after defeating all the 
enemies. 
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lie second wave brings another set of centurions, another strongarm, and a Juggernaut. After the guards are beaten, a Drink of the Gods appears near the exit, 
is well as a large Treasure Box in one of gutters lining the courtyard. When you’re ready, proceed into the temple and prepare to do battle with a goddess. 
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Min Health 


Max Health 


Palutena: 600 Chaos Kin: 200 [ Palutena: 150 Chaos Kin: 1000 


S frf MEma 


Do not harm Palutena. Instead focus on the 
distortion above her. The Chaos Kin’s invisibility 
is far from perfect; it occasionally leaks a purple 
mist into the air. Charged shots are your best be: 
here, particularly from a solid ranged weapon 
such as a bow. 
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Palutena is predominantly a ranged fighter. She will cas: 
magic blasts at Pit while you try to locate the Chaos Kin 
Viridi points out that the monster can be found floating 
above the goddess, almost completely invisible. 





















































WALKTHROUGH 




After you deal enough damage, the Chaos Kin 
falls to the ground and you can rush in to cause 
extra damage while it recovers. The Chaos Kin 
will force Palutena to use a blinding spell in or¬ 
der to retreat to safety. Don’t approach Palutena 
immediately. She will also summon a column of 
light to blast you away if you’re too close, and 
she can use it while moving around the arena. 
The Chaos Kin tries to use her as a shield, flying 
behind the goddess to avoid your ranged at¬ 
tacks. So wait until it leaves an opening for you 
to press the attack. Sprint around Palutena and 
continue to fire charged shots at the parasite. 


Then Pittoo blasts the vortex wide open with the 
Lightning Chariot. Even Phosphora has come to 
help, offering to retrieve the chariot. With the 
way to the Chaos Kin’s dimension opened, the 
next battle will take place on its home turf. 


The Chaos Kin cloaks itself once more and tries 
to hide above Palutena, but you’re on to its 
tricks by now. Continue to avoid Palutena’s magic 
while focusing on the Choas Kin. Eventually, you 
will break its control over the goddess. 


But the Chaos Kin manages to escape through a 
vortex of its own creation, taking with it some¬ 
thing irreplaceable. Pit attempts to pursue, but 
the vortex seals itself shut. 
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Stay sharp when everything goes dark. Large 
waves of monsters suddenly appear, taking 
familiar shapes... but acting differently from what 
you have come to expect. Splin usually don’t fire 
laser bolts, for example. 


Monoeyes attempt to block your vision, and 
annoyingly, they can’t be destroyed outright 
even with a Special Attack. You should use one 
regardless, as there are plenty of enemies 
attacking that you can’t see with the Monoeyes 
obscuring everything. 


Pit catches up to the Chaos Kin, only to find that 
it appears to have made many copies of itself. 
Shoot them all down. 


When a series of arcane words scroll into view, 
pay attention to which ones turn gold and try to 
evade them as they fiy at Pit. Shortly after this 
battle of words, Shadow Pits will attack. 


Viridi spots the real Chaos Kin once more, and 
Pit races in pursuit. You get some Recovery Orbs 
at the start of this chase, and you will need ev¬ 
ery little bit of help you can get. Do your best tc 
keep damaging the Chaos Kin for spare hearts, 
and avoid its counterattacks. 


Living up to its name, the Chaos Vortex is a cha¬ 
otic realm where little makes sense. What does 
make sense is that there are plenty of baddies 
crawling out of the woodwork to destroy Pit. 


Shadowy hands will reach out of nothingness to 
halt Pit’s progress, while various enemies slip 
between the massive fingers to attack. 


GHWBTEREI: THE CHAOS VORTEX 




Air Battle 




This place doesn’t run on |M&ries 
dingle brain* * * 
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WALKTHROUGH 



The final stretch of the Chaos Kin chase can 
be rather crazy, even at lower Intensities. Don’t 
hesitate to pull the trigger on a Special Attack if 
necessary. There are a lot of enemies who try 
to block your progress now. The Chaos Kin will 
make a serious mistake, crashing into a boulder 
and stunning itself. Blast it out of the sky, then 
prepare to dive after it to finish the job. 


Land Battle 




This is a unique Land Battle. There are no 
special treasures to find, no secret passages to 
unlock, and no switches to hit. Standing between 
you and the Chaos Kin are thirteen waves of 
enemies. You have seen all of them before, but 
never all at once, and never working together for 
a goal such as this. The platform is ringed with 
jump pads to help avoid the enemy. This is a test 
of both your combat skills and your weapon. The 
faster you can get through a wave, the less time 
you’ll have to make mistakes that will compound 
each other. You’ll occasionally be awarded food 
or a Treasure Box throughout each wave, but 
don’t rely on miracles to get through this fight. 



iii - ^ - 

Throughout every wave, be on the lookout 
for Treasurefish and Rare Treasurefish 
that occasionally fly along the edge 
of the island. 


M 



The first wave is just a taste of what is to come. 
You probably arrive with less than full health, so 
before you engage the enemy, locate some of 
the fruit dropped on the ground. Be especially 
careful around the Shulms, when they die they 
release a toxic cloud, and you can’t afford the 
extra damage it causes. 



f 107330 


And here comes my'Second wind! 


The second wave begins with an Orne that pa¬ 
trols the center of the island. Always try to know 
where it is while you are fighting the rest of 
the enemies. If it touches you, the fight is over. 
Defeat the surrounding Rezdas to take it out. 


Two Belunkas arrive to start the fourth wave, spewing 
out Armins and Skreetles as they orbit the island. Try to 
bring down the Belunkas first, then focus on the Armins. 
Remember that the Armins have armor that protects them 
from nearly any frontal assault, and therefore are most 
vulnerable to attacks from the side. Some food arrives to 
heal any damage you may have sustained up to now. 



Wave three is filled with Tribytes and Cacaws. 

The confusion effect they can inflict can be quite 
frustrating to deal with. 
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A group of Komaytos, followed by an Orne arrive 
for wave eight. A Zuree also haunts the island, 
trying to sneak up on Pit during the fighting. As 
always, know where the Orne is at all times while 
trying to deal with the other baddies. 

H 1 , & 


. 


gjg§ * 

Wait, that's a Boom Stoiftper.and some 
Bumpety Bombs! Those are MY troops too! 


Viridi complains that wave six includes Boom 
Stompers and Bumpety Bombs. Concentrate on 
keeping the bombs away first, then the other 
enemies, such as the Sio, then take out 
Boom Stomper. 


Gum 


Dark Pit may be fighting on your side, but 
his arrows can hurt you as much as they 
hurt the enemy. Always be ready to emer¬ 
gency dodge at a moment’s notice. 


A Shildeen sets up a shield at the center of the 
island for wave seven, while the perimeter is 
patrolled by Monoliths and Quoils. The Quoils 
are particularly annoying with their ability to spin 
Pit around in circles on contact. Take out the 
Shildeen, then go after the rest of the wave. 


The fifth wave sends a Pluton out to steal 
anything you may have acquired and, more dan¬ 
gerously, a swarm of Shootflies. Rely on melee 
combat as much as possible to avoid causing the 
Shootflies to ram you, as they hit very hard. 


Feeling the burn yet? The ninth wave ap¬ 
proaches, but you’ve got help in the form of 
Dark Pit, and just at the right time! Crawler tanks 
Aurum Urgles, and standard Urgles also join the 
reunion. Fortunately, you can also pick up an Ice 
Card, which will freeze the Urgles if they get toe 
close to Pit. Unfortunately, it does not last too 
long. Try to get rid of the tanks as quickly as yc. 
can, their area-of-effect shots and sheer size ca- 
interfere with your fight against the Urgles. 
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Here comes the eleventh wave! I can 
feel the Chaos Kin getting tired! 


Wave twelve consists of Megontas bouncing 
along the perimeter of the island, while Tryna- 
mites fly around the arena bombarding you with 
the shrapnel of their explosions. The Megontas 
can be difficult to hit. You must stand in front 
of them while hitting them with ranged attacks. 
Complicating matters, a Shelbo drops into the 
arena as soon as the first Megonta is defeated. 
Switch your focus to the Shelbo so that you can 
eliminate the threat of its suction attacks early. 


Hopefully you’re not getting exhausted just 
yet. Wave eleven starts off with Igniots and 
Gyrazers—a dangerous combination. Focus on 
the Igniots first to neutralize the threat of their 
petrifying lasers, then tear into everything else. 
Some of the Igniots are protected by Monoliths 
orbiting around them. Time your shots and 
on the move to avoid having them lock on to 
you. mMM 


The thirteenth and final wave opens with Skut- 
tlers riding Monoliths around the island, blasting 
you with their laser cannons. Once they’ve been 
dealt with, a Dohz appears overhead, bring¬ 
ing with it Snowmen and Bladers. Dodge the 
beam shots that the Dohz fires and make taking 
it down a priority. With that, the gauntlet is 
complete. The Chaos Kin moves to do battle with 
you personally. 


A Guttler marks the start of the tenth wave and it 
should be the priority target. Every other enemy 
on the field can become a meal for it, thereby 
exponentially increasing its size and strength. 
































































Max Health 


Min Health 


2000 
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WALKTHROUGH 




This little parasite has been responsible for creating every single monster Pit and Dark Pit have fought during the thirteen-wave gauntlet. It has taken 
: =!utena’s soul, it tried to imprison Pit in a cursed ring, and probably doesn’t regret any of its actions. There’s only one solution to this problem. It tries to 
~ee. but Viridi’s magic intervenes and robs it of the ability to fly. Wouldn’t this have been a handy trick a half hour ago? 



Even though it can’t fly, the Chaos Kin is no 
slouch for combat. Its low profile combined with 
its great speed makes the Chaos Kin a difficult 
target even for homing shots, and it can rapidly 
close the distance to the two Pits to deliver a 
vicious swipe of its claws. To that end, Viridi 
has also set up an electric trap at the center of 
the island. If you can lure the Chaos Kin into it, 
you’ll have time to really cut loose on the bug 
before it breaks free. As it hops and dashes 
around the island, the Chaos Kin will also try to 
fire magic blasts at both of the angels. 



Kicking reason to the curb, Pit leaps after his 
twin to save him, demanding that Viridi grant 
him the power to fly, even though it will cause 
his wings to burn up. Line up the reticles as Pit 
chases down his falling brother to pull him to 
safety. 


With the Chaos Kin defeated in battle, Palutena’s 
soul returns to her body, and at long last she can 
enjoy a happy reunion with Pit. In a last desper¬ 
ate strike against the heroes, the remnants of 
the Chaos Kin drag Dark Pit into the chaotic 
abyss. 


At great cost, Pit has saved his twin and his god¬ 
dess, and now lies on the brink of being finished 
... permanently. 
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Air Battle 


SCORCHED 

FEATHERS 


At the behest of Lady Palutena, Dark Pit uses his 
own power of flight to race toward the one place 
that could save his twin: the City of Souls. The 
Underworld Army brings out its big guns early as 
Dark Pit also heads toward a dead forest with Reap¬ 
ers guarding part of the route, summoning Ornes 
every time Dark Pit is detected. You don’t have the 
Three Sacred Treasures to help wipe out the Ornes, 
so evasion is your only option when they appear. 


ere is no 
. Dark Pit has ( 


Unlike other chapters* there_ 

specific Land Battle here. Dark Pit has 
I no time limit on his ability to fly, so he’s 
! able to go directly toward his destination. 


The crystalline spires of the City of Souls are 
breathtaking, if the sudden appearance of Hac~ 
is ignored. This city and everything surrounding i 
is all Underworld territory—Hades’s territory. 


As Dark Pit explores the city, he’s forced to stc: 
and deal with a hefty Underworld blockade, in¬ 
cluding a Mega Mussel and a swarm of Handcar- 
Recovery Orbs become available after this ba~ ± 
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WALKTHROUGH 



f you’re still not in the habit of constantly 
moving during a Air Battle, you’ll get into it 
during the slower parts of the trip through the 
city. Handoras, Splins, and Monoeyes will be a 
constant pain, particularly on higher Intensities. 
3eyond the midway point of the Air Battle, more 
Recovery Orbs hover into view. 



And they’re just in time for a run-in with a Soul- 
Eating Monster. Shoot out the bulbous growths 
all along its body, then focus fire on its mouth to 
finish the fight. 



123200 


>7.2271 


lost In baltte*go to building 
iworld Army... 



After the creature is history, more Underworld 
goons continue to press the attack. Watch out for 
Petribombers to be mixed among the attackers. 
You also encounter a Fort Oink and a cluster of 
Komaytos. A Snong attempts to ambush you after 
the Fort Oink is toast. 


After another brief encounter with Hades, you 
arrive at a torrent of souls. This marks the final 
stretch to the Rewind Spring! 
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UPRISING 



Boss Battle: Pandora 


Health Range 




It seems that Pandora survived being absorbed 
into Dark Pit’s wings. Simply being next to the 
spring itself allowed her to break free. The fight 
against her here is no different from what you 
saw back in Chapter 5, but now the center of the 
arena is impassable due to the Rewind Spring. 

All of the old tactics are still applicable here. You 
just might need to run a little more to get close 
to her for melee attacks, or to reach bombs to hit 
her with. The fight ends as soon as Pandora gets 
tired of dealing with your shenanigans and leaps 
into the spring herself. 
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This could get bad. 


Min Health 

Max Health 

250 

1250 


We,II, that worked out ijncely 




































In top of being easier on the eyes, Amazon 
-andora is a much smaller target than her older 
: :rm. She retains the ability to summon bombs 
into the arena, but now they can appear at any 
Dcation of her choosing. She can kick the bombs 
a: Dark Pit just as you are able to hit them at her. 
Amazon Pandora also summons Pandora’s Boxes 
:nto the field, and most of the time they are 
:ooby trapped. Sometimes they are not, though, 
and the question becomes whether you’re willing 
:o risk a trap to find some goodies during the 
-eat of battle. 



One of Amazon Pandora’s most dangerous abili¬ 
ties is arguably her reflective shield. Shaped like 
a heart, the shield reflects any attack that hits 
it back at you as a heart-shaped energy bolt. If 
you’re careless, you could lose a lot of life very 
fast. 




114291 


Speaking of fast, Amazon Pandora is when she 
wants to be. Getting close to her often prompts 
a teleport or dash in some direction away from 
you. It’s still possible to melee her. If you catch 
her while she is prancing about, shooting magic 
hearts, you can get in a few solid hits before she 
races away. If you’re feeling bold, when Pandora 
also cuts loose with her shock wave attack, you 
can try to dodge between the five waves to close 
in on her. 


umc lm i anuuia 3 u nr\s is iar\c iici ucicai. 

While it’s relatively easy to see through the ruse, 
if you’re close to her when she does this, she 
fires magic blasts in every direction when she 
jumps back on her feet. 
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In the aftermath of the battle against Amazon 
Pandora, Pit’s wings are restored by the Rewind 
Spring. He is now ready to take the fight to 
Hades! 




Amazon Pandora 


Min Health 


Max Health 


1750 
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LORD OF THE UNDERWORLD 


Air Battle 


Upon entering a cave system, you see that Han- 
doras and Brawny Claws also join the defenses. 
Deeper into the caves, glowing symbols suddenly 
appear. Avoid making contact with them; the 
damage they cause can rack up quickly. 


once you reach the ground, Recovery Orbs float 
into view. A Fort Oink looms in the distance, 
but with the Sacred Treasures on your side it 
crumbles easily. 


After breaking through the first waves of ene¬ 
mies, Pit dives beneath the clouds. Komaytos try 
to latch on to you on the way down. Fortunately, 


Hades ambushes you once the last symbol 
is passed. The fight’s on! Underworld troops 
swarm in defense of their leader, but it soon 
becomes obvious that he does not require any 
assistance. 


If they are equipped, the Three Sacred Treasure! 
are destroyed by Hades in one strike, leaving F - 
at an extreme disadvantage. Fortunately, you’re 
still equipped with the normal weapon you’ve 
picked out. Dodge Hades’s rapid-fire fists and 
fight back as best you can. 


Donning the Three Sacred Treasures once more, 
Pit heads off to the final confrontation with Ha¬ 
des. The Underworld forces at first have nothing 
you haven’t seen before, but take care to watch 
your fire where Ganewmedes get involved. The 
Arrows of Light you fire can be countered by 
their spike balls, and you can find yourself in a 
lot of trouble very quickly. 
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WALKTHROUGH 



Stay alert during this fight. Hades can teleport 
out of your line of fire to counter with a swipe of 
his hands. You have only a split second to react 
to this attack. It’s telegraphed by a red line that 
hashes across the screen. If you’re in the path 
of the line, chances are you’re taking the hit 
unless your evasive rolls are perfect. 



Keep shooting at Hades until he staggers, try¬ 
ing to recover from his injuries. He decides to 
end this fight quickly and decisively, and there 
is nothing you can do. The battle against the 
Underworld has just moved to an interesting 
location. 



Yes, you are inside Hades. For what it’s worth, 
his digestive tract is not quite as awful as it 
could be. 



0 While inside Hades, you’ll face cellular ver¬ 
sions of familiar Underworld opponents. A soon 
as you regain control of Pit, Cellular Handoras 
spout from the ground begin their assault. A 
Cellular Bluster also rises against you. 



o The pink flesh blocks in this corridor can be 
shot to move them out of your way, but they 
do grow back. Cellular Monoeyes and Komaytos 
occupy parts of this hall. 



0 You can shoot the green flesh blocks here 
to lower them to your level. When you stand on 
them, they rise back up to their original position. 
A level 8 Intensity gate can be found here guard¬ 
ing a Treasure Box. 



© More Cellular Monoeyes and a Bluster attack 
you here. Use the green block to reach the 
growth on the ledge in the center of the room 
and break it open for some food. 
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START 




0 In this tube, Cellular Monoeyes, Handoras, 
and Komaytos try to block your passage. Fortu¬ 
nately there are some Bouncy Bombs that can 
be used to help clear the tunnel quicker. Watch 
out for the Cellular Igniot, as it may survive the 
bomb blasts. Its laser is tough to evade in this 
tight space. 



A little beyond the Igniot, a Cellular Sinistew 
guards the green blocks you need to use to 
move forward. 



O The Cellular Snong here is joined by Komay¬ 
tos and a Handora. If the Snong’s arms hit you, 
there’s a good chance a Komayto will latch on to 
you to cause extra damage. 



I'm impressed by allHhe big words you 
used, but I didn't ask for a sermorr: 


0 Cellular Handora, Skuttlers, and a Gyrazer 
confront you near the green flesh block. On the 
other side of the block, an Igniot blocks the pas¬ 
sage leading to the next section. If you clear out 
the enemy here, a Treasure Box appears. 
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WALKTHROUGH 




Out of my\ay. monsters! 


Handoras ambush you in this room after you ride a 
: itform up to it. After you destroy them, the indicator 
•rows clearly mark the next elevator to take, but if 
iou want extra hearts, don’t take that ride out just yet. 



'ake the other elevator that isn’t marked by navi¬ 
gation arrows. It calls down a Cellular Gyrazer 
rat can drop some meat when it’s defeated. 

Back where the Handoras originally attacked 
you, Cellular Komaytos and an Igniot appear. 



’he designated elevator takes you into an am- 
oush of Komaytos and a Skuttler. Destroy them 
and keep moving. 



The grind rails here are simple, but you need 
to pay attention to two things. The first is the 
^ieshy growths that grow on the rails. The sec¬ 
ond is that one of the rails can send you flying 
into the abyss if you don’t switch tracks in time. 
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The island you reach beyond the first grind rail 
triggers an ambush of a Cellular Shildeen pro¬ 
tecting a team of Monoeyes and a Gyrazer. 



® The grind rail that leads to this second 
platform does not disappear for a reason. If you 
take it back toward the first platform, but stay 
on the rail that veers to the right, you’ll reach a 
Zodiac Chamber. 



OD When you first reach this island, you’re at¬ 
tacked by a swarm of cellular enemies. Gyrazers 
are the first opponents, then they’re followed by 
a Sinistew. 



A Snong and two Monoeyes appear after the Sin¬ 
istew is taken down. When you’ve finally cleared 
out the enemy, follow the path winding down the 
side of the platform to defeat a Skuttler and an¬ 
other fleshy growth that appears to be producing 
more of these goons. The grind rail leading out 
of this portion of Hades’s body appears after 
you’ve dispatched the enemy. 



© This grind rail isn’t a free ride. You have to 
blast open the flesh walls that bar your way, or 
suffer damage with every impact. 
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® This chamber, Hades’s stomach, already has 
a pair of defenders. A Cellular Monoeye and 
Gyrazer attack as soon as you land inside. 



And then Hades punches into his own body to 
try to crush you. This attack is telegraphed by 
red flames that rush across the whole room. If 
you’re within those flames, get away as quickly 
as possible. 



Hades begins to consume things from the out¬ 
side world, which will fall into his stomach. This 
includes members of his own army, pieces of 
buildings, even a Treasure Box. The first set of 
enemies includes Skuttlers and a Boogity. 



nature is part 


The second wave brings out an Armin and a Tor- 
tolunk. An Erinus and a Pluton also get thrown 
into the mix. 



The third wave brings a Specknose and a 
Bumbledrop. 



Ziks and Zaks team up with a Porcuspine in the 
fourth wave. They’re replaced by Skuttlers and a 
Crawler in the fifth wave. If you survive this, a... 
passage will open up, allowing you to escape. 



® You’re nearly at the end. A group of Cellular 
Handora crawl on the walls as you travel throug 
this tunnel. Once you get past them, you’ll reac 
the door leading to the boss battle, and a well 
deserved Drink of the Gods. 


164 


primagames.co- 
























































The extreme heart attack is explosive enough 
to give Dark Pit a chance to rescue his brother. 
Pit survives to fight another day, but things are 
looking grim without the Three Sacred Treasures. 
You need a new trump card. 


mm 


The surprisingly cute heart of Hades begins 
the fight by running as fast as it can away from 
Pit, using the mazelike environment as cover 
against your attacks. Once you do some damage 
to Hades’s Heart, it glows red and flees toward 
another location, leaving behind a clone of itself. 
This clone is actually a walking bomb! Do not 
stand in the same “row” the clone occupies in 
the maze. When it self-destructs, the explosion 
extends in four directions to any wall it can 


reach. 

Chasing down the real Hades’s Heart can be per¬ 
ilous. It occasionally drops land mines to defend 
itself. As the fight continues, and Hades’s Heart 
sustains more damage, it runs faster and faster, 
making it difficult to predict where the heart is 
going, and more difficult to dodge if it happens 
to be running straight at you. 


Min Health Max Health 
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UPRISING 


GHAQTlERfe* THE THREE TRIALS 


The corridor begins to fracture the farther you 
travel and the enemies only increase in number: 
If possible, have Special Attacks ready for this 
section. 


As soon as you enter the workshop, more 
Recovery Orbs can be collected. It’s good timing, 
as more baddies attack. Watch out for Ornes to 
appear; they close in very fast at these speeds. 


Closing in on Dyntos’s workshop, you’ll notice 
pairs of Monoliths in the distance. Try to destroy 
the enemies that attempt to get behind them. If 
they manage to get behind the Monoliths, they are 
converted into Rozzes and attempt to ram you. 


You might notice that the enemies you face 
from the very beginning of this Air Battle come 
from every major faction. Even Palutena’s own 
forces are represented here. After the first 
waves are destroyed, Dyntos himself welcomes 
Pit to his realm just as a set of Recovery Orbs 
appear. Take them as an omen. Dyntos has three 
special trials Pit must pass if he is to receive the 
weapon he needs to battle Hades, but your first 
challenge is just to get to Dyntos first. 


Dyntos is the god of the forge who made the original Sacred Treasures. Palutena hopes that he will be able to provide some means of 
defeating Hades. _____ . 
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WALKTHROUGH 



After surviving the long passage, Pit emerges 
in a dark space. Three sets of weapons sud¬ 
denly appear before him and fire energy waves 
that can be very hard to dodge at first. For 
the swords, try to be in the lower left or right 
corners of the screen. The claws can be evaded 
by being at the center and top of the screen. For 
the bow, be at the center left or right edges of 
the screen. After that final onslaught, you arrive 
before Dyntos himself. 


Land Battle 





START 


Boss Battle 


Boss Battle 




You’re about to find out that the “Three Trials” 
is a bit of a misnomer. You must fight multiple 
boss battles before you even get to the final 
boss of the chapter. You could even argue that 
the fighting leading up to each door in Dyntos’s 
workshop before the boss fights begin could 
be considered a trial by itself. You have already 
fought and defeated many of these foes before, 
and your experience is your biggest advantage. 
While some of the fights present new twists, for 
the most part, you can refer to previous chap¬ 
ters in this walkthrough to brush up on tactics. 
Anything new will be called out here. 

0 You arrive in Dyntos’s workshop in a circular 
room. Stand in the center to take an elevator up 
to the start of the Three Trials. 


Before you go in the direction Palutena tells you 
to go, take the stairs in the opposite direction. 
You meet resistance from a Gloomerang and a 
pair of Trynamites. 
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Beyond them the portal to the Zodiac Chamber 
awaits. 


0 Between every major platform, the long stair¬ 
cases are the sites of enemy ambushes. As with 
the battles leading up to the fight against the 
Chaos Kin, you will see enemies of every variety 
from all of the various factions you have fought. 



Here you see all three versions of the Monoeye. 



And here, an Urgle, Monoeye, and centurion. 



0 Three Flages meet you on this platform, 
supported by a Captain Flare. Once this group is 
defeated, the sealed door is unlocked. 
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O The Phoenix returns for this boss battle. He’s 
learned no new tricks since your last encoun¬ 
ter, but he could be a bit more aggressive and 
dangerous overall if you’ve been ramping up 
the Intensity since you saw him last. If you look 
around the arena, you might find a Boom Spear, 
a powerful throwing weapon that can do pretty 
severe damage to the Phoenix from just about 
anywhere in the arena. 


© After defeating the Phoenix again, a new 
stairway opens up to the next platform. Before 
you follow it, take a look in the direction from 
which you exit the boss room. You’ll notice 
a Plixo changing into different patterns and 
shapes. Destroy it, and then two more Plixos 
appear. If you destroy these, a Treasure Box will 
appear. 
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WALKTHROUGH 



G The second stairway trip is no more peaceful 
than the first. The major threat here is the ap¬ 
pearance of an Orne. It’s almost best if you just 
skip the enemies and run for the next platform. 
Fighting next to an Orne is not very fun when 
you have relatively little room to maneuver in. 



O Are you an expert at fighting Mimicuties? 
You’re about to find out because this platform is 
home to three of them. At the center of the area, 
Bumpety Bombs drop down to attack. Before 
engaging the Mimicuties, it’s best to destroy 
the bombs until they stop spawning. Then tackle 
each Mimicutie one at a time. 



After you defeat the Mimicuties, a Reaper takes 
the stage. Fortunately, a Medusa Head item can 
be found near the sealed door, and properly 
placed, it can turn the Reaper to stone, thereby 
minimizing its threat. Once the Reaper has been 
beaten, the door is unsealed. 



O Through the second door, you meet with 
Cragalanche once again. He retains his full 
arsenal and the weak spot on his rear. A Smart 
Bomb can be found in the arena to help soften 
him up a bit. 



O Another group of Plixo can be destroyed at 
the edge of this platform after Cragalanche has 
fallen. This causes a Treasure Box to appear. 



<T The Dohz you encounter when starting on 
this stairway drops bombs onto the platform as it 
zips back and forth, bombarding you with lasers. 
If you shoot this bomb, the ensuing explosion 
can damage the Dohz. 
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After you do enough damage to the flying saucer, the 
bomb dispenser becomes wrecked and the Dohz steps 
up its laser barrages. You’ll have to use your weapon 
to finish the job. This summons a Treasure Box. 



(D After the Dohz is destroyed, an Aurum jar 
appears and produces different types of enemies, 
such as an Urgle or a Porcuspine. Try to get in 
close to destroy the jar as quickly as possible. At 
the top of the stairs, a Gloomerang also appears. 
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E&sBasDa 


® The battle on this platform starts with a Jug¬ 
gernaut that is supported by Monoeyes. After 
the Juggernaut is destroyed, a Fort Oink takes 
its place. 


A Claxis, a Space Pirate, and a Nutski replace the 
Fort Oink in battle. 


Finally, there’s this Monoeye, which looks no 
different from other Monoeyes you’ve seen, 
but it acts VERY different. It’s faster, bobbing 
and weaving between attacks, and attacks more 
aggressively. If there’s enough distance between 
you and it, the Monoeye might actually dodge 
your homing attack with alarming frequency. 

Also, it has much more health than your average 
Monoeye. 


Once the area is cleared, the door 
to the next boss is unsealed. A 
Treasure Box also appears. 
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<£ The Kraken returns behind door number 
three, and it’s as big and nasty as ever. Gre¬ 
nades can be found on deck, but it is probably 
best to conserve those for the second phase of 
the battle, after you have beaten the tentacles. 

After the Kraken is defeated, a Drink of the Goes 
appears in the arena. Dyntos has even more 
trials in store for you. This is where the fun truK 
begins. 















































































(DzffltDaSteB 


You’re transported to a recreation of Dark Lord 
Gaol’s room. Waiting for you there is the dark 
lord herself as well as Magnus. Both are here 
to fight you as part of your Three Trials. Gaol 
still has her impressive arsenal of magic. In this 
battle, she stays at a relatively safe distance, 
casting her spells at you. Magnus does every¬ 
thing in his power to get in your face and stay 
there, with high-speed charges and his impres¬ 
sive sword reach. Between the two, it can be a 
very tough encounter, as they coordinate their 
offense quite well. 


Your approach to this fight depends greatly 
on what weapon you’ve brought to the field 
Weapons like cannons, bows, and palms all 
have very solid ranged attacks, which can allow 
you to take down Gaol first. If you’re using 
swords, claws, or clubs, Magnus will probably 
be your first target. He’s so aggressive, he’ 
always be putting himself in danger of getting 
smacked around by your melee attacks. 


After taking down one of the bosses here, the 
loser drops a Drink of the Gods. Try to finish off 
the other half of this pair without taking more 
damage—you’ll need all the health you can 
muster for the next fight. 
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Boss Battle:! 
Goddess Palutena 


Your next fight is agains: 
Goddess Palutena, only 
this time she’s not being 
controlled by the Chaos 
Kin. You probably saw 
most of her attacks 
ile you were trying to 
save her from the Chaos 
Kin, but now she’s a bit 
less restrained during 
this fight. You can’t 
avoid hurting her in this 
fight. 


Despite her immense magical power, Palutena is a ranged fighter first and 
foremost. If you can weave between her spells and get in close, you will 
find she’s not as well equipped to deal with an opponent that is right 
next to her, and you can get in a full combo before she knocks you away. 
After you cause enough damage to Palutena, you find that she’s not exactly 
what she seems to be. 
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She will set a series of magic circles in the air, which fire their own barrage 
of magic at you while she herself continues to fire blasts. The crossfire from 
this can be devastating, so be on point with your dodges. 

She’ll also fire off a 
barrage of red blasts 
that are not very ac¬ 
curate, but there are 
enough of them to make 
evasion difficult. 

This second phase 
to Palutena is not 
friendly to melee 
combat, as the 

goddess can have so many attacks in the air at once it makes ap¬ 
proaching her a trial in itself. Focus on staying safe first and get your 
own shots in when you can. On higher Intensities, Pseudo-Palutena 
can end your game very quickly. 


’his transformation 
:omes with a boost in 
oower and some attacks 
.ou may not have seen 
cefore. One of those is 
a column of light that 
envelops her body. She 
^ies around the arena 
at high speed, trying to 
crash into you. 


GBE 
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UPRISING 1 


<&t there, sonny! 


Boss Battle: I 
Great Sacrea 


■ffiSEBID© 


Health Range 




The true boss of this chapter is the very weapon 
you have sought to receive from Dyntos, the 
Great Sacred Treasure. A transforming, giant 
mech equipped with the latest weapons Dyntos 
has invented, it is designed to take on and go 
beyond the impossible. It is the first and last 
word on firepower. It’s also aiming all of that 
firepower directly at you. Fortunately, you do get 
a Drink of the Gods before this fight begins. 


The Great Sacred Treasure has a wide variety of at¬ 
tacks it can use for this fight, some of which you ma 
not even get to see unless you are playing on the 
higher Intensities. A common attack it uses is simc*% 
to fly at high speed toward Pit, while generating a 
magic barrier. This can be dodged fairly easily. It as: 
tries to fire a scattershot of energy blasts from a^a: 
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Min Health Max Health 




































WALKTHROUGH 



T he machine can cast out a trio of whirlwinds 
that move in a wave pattern at you. 



t can use its main rifle to fire a blast that sets 
ou on fire. 



It can summon a set of homing shock waves that 
follow you along the ground. 



It’s even able to cast a gravity field that pulls 
you into position for the Great Sacred Treasure 
to hit you with any of its other attacks. Even 
touching the field causes electric damage to you. 



But the real showstopper here is the Great 
Sacred Treasure’s main gun attack. When it flies 
to the edge of the battlefield, shining brightly, 
and a red indicator spreads across the ground, 
do NOT be anywhere within that red field. 



Instead of dodging its incoming shots) 
try running to the side. 


After firing the main gun, the Great Sacred Trea¬ 
sure also starts using a much smaller version of 
that attack, which is telegraphed by its hovering 
in place, with an energy field gathering around 
it. It then fires a laser beam that carves straight 
across the battlefield. 


In addition to all of this firepower, the Great 
Sacred Treasure is amazingly fast and maneuver- 
able for its size, able to avoid homing shots with 
ease. Occasionally, it teleports to your side, or 
even behind you, while avoiding your attacks. 
The mech seems to have an answer for your 
every possible move, so you’ll have to play 
defensively and take the shots you can without 
putting yourself at too much risk. 




If you manage to survive the onslaught and win, 
this ultimate weapon is yours for the taking. With 
your preparations complete, there is nothing left 
to do but to go straight after Hades himself. 
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No more second guesses, no more delays, no 
more tests of power, courage or wisdom. No 
more detours through the insides of a mad god 
or through towers built by people who have 
never heard of elevators. The final battle begins 
now. With the Great Sacred Treasure mobile 
armor, any resistance that stands before you is 
almost laughable, but don’t get so reckless that 
you start taking damage before you even get to 
the main event. You will need every single point 
of health you can muster for the final battle. 
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Hades immediately blasts the Great Sacred Trea¬ 
sure away with his first punch. The battle is on! 


Hades summons purple portals that spew 
fireballs. Stay on the move to throw off their aim, 
and keep pouring on the fire! Alternate between 
continuous fire and charged shots. 
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The twister Hades summons will probably get 
a couple of hits on you. As long as you try to 
pull away, you are spared the worst of it. After 
sending you flying once more, Hades sprints 
after you. Aim for his head and keep shooting. 
After you deal enough damage, Hades falls to 
the ground, but he quickly recovers. The battle 
takes to the sky. 



63760 


Oh, I was just going to make a quick 
stop to decimate a country or two. 


86640 


Turrets mounted on Hades fire all manner of 
weapons as you slowly advance toward his head. 
When you reach his back, you will see a large 
glowing purple sphere. Concentrate your fire 
on that, but make sure you also deal with the 
turrets in the area to avoid taking serious dam¬ 


age. Once you destroy that weak point, Hades 


counterattacks. 



The Great Sacred Treasure is worse for wear, bu: 
transforms into a new mode. 



Recovery Orbs appear soon after the god’s 
transformation. Continue to destroy the turrets 
on Hades. He tries to pull you into one of his 
hands with a special magnetic field. Fight to 
keep yourself out of his grasp and shoot at the 
hand that’s generating the field. Your movemen: 
is somewhat limited, but it should be enough tc 
avoid the rest of his attacks. Soon after this, a 
massive array of chest-mounted beam cannons 
reveals itself. Even after the main guns are 
destroyed, keep firing at his chest until Hades 
staggers in pain. 
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WALKTHROUGH 



After events force the Great Sacred Treasure into 
Jltralight Mode, Hades races to the surface world 
Recovery Orbs greet you at the start of this next 
ohase. Hades fires a series of homing orbs at 
3 it. The blue ones can be safely intercepted by 
shooting them, but the purple ones will turn into 
smaller, higher-speed projectiles that are very 
tough to evade. Time your shots carefully so you 
don’t end up finishing yourself off. 



Even after all of the punishment you’ve inflicted, 
Hades is still more than capable of destroying 
the Great Sacred Treasure in a single attack. 
Falling from the sky, you must line up the reticles 
on screen to recover from the crushing blow. 
Once on the ground, do your best to steady your 
aim, but there’s seemingly nothing your can do 
... until a surprise intervention spares Pit from 
destruction. 



After that shocking turn of events, Viridi 
activates the power of flight for Pit. While Hades 
tries to blast you out of the sky with his laser 
beams, you can only evade to the best of your 
ability. Hold out until the charge meter at the top 
of the screen fills up completely, then fire your 
weapon to end this war once and for all! Savor 
your victory. You’ve definitely earned it. 
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UPRISING 










MULTIPLAYER 


v ultiplayer in Kid Icarus: Uprising can be played locally with friends in the same room, or it can be played online with a maximum of six players in every match. 
U ultiplayer is accessed through the Together menu, which gives you the options for the Far Away online mode or the Nearby mode. There are two distinct 
game types: Free-for-AII and Light vs. Dark. 

laying multiplayer against other human opponents or against the Al provides rewards that can go toward your total arsenal in both single- and multiplayer. 
Participating in and scoring points during a match gives you a handful of hearts, and can even reward players with a random weapon or special power. The 
-ore people you play with, the greater the value of the rewards. 

layers are able to bring any weapon they have earned or created through weapon fusion into multiplayer, but even players with lower value weapons can’t be 
counted out. Powers can change the dynamic of any fight in a flash. Items are scattered throughout the maps and many of them will seem familiar from the 
single-player campaign. A new item, the Daybreak weapon, is also among the items found on the battlefield. Broken into three pieces, this super-weapon can 
shoot through entire levels, ignoring all terrain and instantly defeating anyone unlucky enough to be caught in the path of the blast. Matches can turn into a 
Desperate scramble to deny a player with two parts of the weapon the third piece. 

f you have created the match in the Nearby or the With Friends online mode, you have a plethora of options for both game types before the matches even 
Degin. You’re able to select your weapons and what powers you intend to bring to the fight. For the matches themselves, you can determine what maps they 
take place in, the time limit, the difficulty of CPU opponents, item frequency, handicaps, and, for Light vs. Dark mode, you can determine the overall team 
“ealth. 




Game Modes 




Free-for-AII 

As the name suggests, this mode is about total anarchy between six players. Alliances are temporary at best, and opportunism is the word of the day. This is a 
game type that stresses the importance of individual skill level, as well as the importance of your weapon’s strengths and special modifiers. 

Scoring points in Free-for-AII mode is simple: Defeat as many enemies as you possibly can, while avoiding defeat yourself. You gain points based on the value 
of the weapon your victim was wielding when you crushed them underfoot. When defeated yourself, you lose points from your own total based on a percent¬ 
age of the value of your own weapon. 

Match variables such as item frequency and player handicaps all come into play here. Your own level of aggression is often determined by your skill and your 
weapon of choice, but you may be less inclined to charge into a mass melee if you know that Smart Bombs are frequently available for anyone to toss into an 
unsuspecting group that is caught up in the moment. 

Light vs. Dark 

This is the defining mode of Kid Icarus: Uprising multiplayer. Teams of three players, Light Team against Dark Team, battle it out. When a player is defeated, 
the total value of their weapon is subtracted from their team’s life total. When the life total of a team is fully depleted, the player whose defeat emptied their 
life bar becomes an angel (Pit for the Light Team, Dark Pit for the Dark Team). The angel arrives with a random weapon, and the angel’s life total becomes 
their team’s remaining lifeline. 

Angels are typically faster and stronger than the regular soldiers on each team, but they aren’t invincible. In addition to damage they sustain 

themselves, if any other player on their team is defeated, the loss also takes health away from their angel’s total. When the angel on a team is 
defeated, the match is over. 

Light vs. Dark caters to a wide variety of strategies for before and after an angel has appeared in the arena, both on the offense and on 
the defense. Some players will want to stick close to their angel and fanatically defend him. Others may want to split up and try to locate the 
Daybreak weapon pieces, either to use it or to deny the other team the use of it. The balancing act between aggression and defensiveness 
is what makes this mode as intense as it can be. 

The weapon value system comes into play here in a big way. You don’t want a dirt-cheap weapon with few skills because you will 
not be effective at defeating other players. At the same time, you may not want to bring along the most expensive weapon you 
have at your disposal because your defeat will cost your team big time and potentially force your angel into play much sooner 
than you are ready for. It is inevitable that players interested in winning this game type will begin using the weapon fusion system to find the perfect middle 
ground of a highly effective weapon with the right modifiers that isn’t too valuable. 



If you adjust the Team Life Gauge 
in the match rules, you can set it as 
high as 3,000 or even as low as 100. 

This alone can change the weapon dynamic 
of a match considerably. 
















Windy Wasteland 





o 

© 

o 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 


Windy Wasteland is a fairly open stage, so long-range weapons can be very effective here. Taking to the higher ground is a 
valid strategy that can give you the upper hand in the Light vs. Dark mode. This is very effective when trying to protect the 
angel on your team, but it’s not a perfect defensive strategy. Holding the central temple does put a roof over your head, bir. 
the Daybreak parts typically spawn outside of that structure. 
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MULTIPLAVER 


Lava Basin 





Lava Basin is a very dangerous stage to play on because you can be knocked into the lava so easily. If you knock someone 
off, it’s an instant defeat for them. It’s just as easy for you to be knocked off in turn, so be on guard at all times! There are 
a number of jump pads scattered across the map, which allow you to escape determined opponents and get away from the 
precarious bridges closest to the lava. One mean tactic is to set Land Mines near the jump pads, which can end up blasting 
unsuspecting players into the lava. Light vs. Dark mode on this map is particularly intense, as once the angels are on the 
field, everyone knows the quickest solution to that problem is off the nearest ledge. 


O 


Light Team Start Point 
Dark Team Start Point 


& 


O Respawn Point 
O Item Spawn Point 
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Starlight Observatory 





o 

• 

o 

o 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 


8 s 


Starlight Observatory is composed of two levels, which makes it very difficult to keep track of where everyone is. If you are 
on the ground level and find yourself getting attacked, be sure to look up and make sure that the enemy is not above you 
There are also plenty of corners to hide around, making close-quarter weapons very deadly on this stage. Because of the 
various paths that lead through both levels of this map, Light vs. Dark matches here tend to be fought on the run, as there 
are few safe spots to try to hole up in. 
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Ancient Fortress 




An important note is that the Light Team starts inside the large fortress, while the Dark Team starts out in the open field 
area. Firing a Mega Laser at the start of the match can catch the opposing team off guard, doing some early damage and 
giving your team an edge. The close quarters of the fortress itself encourage a wide variety of close-quarters tactics, but 
are also a great inspiration to an opportunistic player with a powerful area-of-effect item. As dangerous as the fortress can 
be, the open field in front of it is arguably worse. There is very little cover scattered throughout it—a sniper’s ideal terrain 


O 

• 

O 

O 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 
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Twilight Stratosphere 





o 

# 

o 

o 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 


Twilight Stratosphere is a stage composed of circle platforms of varying sizes. Green and purple jump pads allow you to 
travel to each platform by stepping on them. The green jump pads launch you very high into the air, giving you a quick 
getaway if needed. The purple jump pads simply bounce you up to the next highest platform near you. Twilight Stratosphere 
encourages mobile tactics. If you’re not using the jump pads to get around quickly, you run the risk of being flanked. How¬ 
ever, the uppermost platform can be a good base of operations for a team in Light vs. Dark. Observant teams can punish the 
opposing players the moment they land on the upper platform from using a jump pad. 
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1st Floor 


2nd Floor 


3rd Floor 




Desert Tomb is a great stage for close combat weapons due to its narrow passageways and corners to hide in. The multiple 
levels in the stage make it very easy to get the drop on an opponent from above, or from below via a series of jump pads. 
The upper level of the Desert Tomb is more open than the lower level, with large courtyards that feed into the main areas 
the tomb. These courtyards have almost no cover, so if you’re caught by opponents in those areas, you’ll have to make a 
break for the center of the tomb if you’re looking for shelter. 

The central chamber has a smaller upper level accessible via jump pads. It has a clean line of sight on almost the entire 
middle level. This is a great place for snipers to position themselves. 


O 

• 

O 

O 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 
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Rail Temple 






Set up as a large circle, the Rail Temple map is defined by the system of grind rails that run a circuit around the side of 
the map. These rails provide speedy transport throughout the map, which allows skilled snipers a tough-to-counter moving 
perch over larger battles. During Light vs. Dark battles, the rail system can allow skilled angels a brief reprieve from hostile 
attacks. They can quickly relocate if they come under fire. 

At the center of this large stage is a chasm with an island floating above it. This small perch has good sight lines on the 
entire outer edge of the Rail Temple and a jump pad that can be used for a quick escape. Don’t become too attached to the 
rail system, as a crafty player can be lying in wait at the end of a track. 


int ^ 


O Light Team Start Point 
• Dark Team Start Point 
O Respawn Point 
O Item Spawn Point 
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MULTIPLAVER 




The Cave of Spirits is a stage that is almost completely underground, but that doesn’t mean it’s all close quarters. There are 
wide-open caverns to fight in with very little cover. Dodging is very important when playing on this stage since you will have 
almost nothing to hide behind the majority of the time. The interconnected nature of all the tunnels and chambers provides 
many opportunities to flank inattentive or stubborn players who are trying to hole up in a single location. 

There are two outdoors locations in the Cave of Spirits. From these areas, it is possible to drop down into the lower areas of 
the map, and can be a good way to ambush players. 


O 

• 

O 

O 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 
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Forgotten City 





o 


Light Team Start Point 
Dark Team Start Point 




O Respawn Point 
O Item Spawn Point 


This stage has a wide variety of settings, such as a giant hole to knock opponents into, higher ground to fire down on 
foes, and a large room with quite a bit of cover. If you do find yourself fighting near the giant hole, be sure to try to knock 
enemies into it to instantly defeat them. The winding walkways in the main structure of the Forgotten City provide ample 
locations for sniping players on the ground level, but are not so protected that players with the higher ground are safe frorr 
reprisal. The outdoor locations are fairly open, which can favor ranged combat, but speedy players equipped with claws also 
have fewer obstacles to worry about, and have little trouble closing the distance. 
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Spiral Tower 





The Spiral Tower stage is a wasteland of uneven terrain and a single spiraling tower. The tower is the key point to try to fight 
from due to its having the higher ground advantage, and also due to the extra cover that it provides. If you find yourself 
fighting out away from the tower, you can still use the uneven terrain to get some cover from your enemies’ attacks. While 
the tower itself is highly defensible under normal circumstances, there are some considerations to keep in mind. The small 
size of the tower makes it easy for players equipped with the Mega Beam power to cover large swaths of the tower in deadly 
fire. If the Daybreak is assembled by a team outside of the tower during Light vs. Dark, the building can become a very bad 
place to be, as a well-placed shot can cover almost the entire rooftop. 


O 

• 

O 

O 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 
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Large Arena 





O 


Light Team Start Point 
Dark Team Start Point 




O Respawn Point 
O Item Spawn Point 


The Large Arena stage is a very large circle to battle on. There is no cover on this stage, and if you fight near the edges you 
can be knocked off and instantly defeated. Since this stage is so large, long-range weapons can have an advantage here if 
you have good aim. At the same time, the sheer size of the arena makes it possible for skilled players to dodge just about 
everything a long-ranged fighter can throw their way as long as they see it coming. Light vs. Dark battles in the Large Arena 
are interesting affairs. Barring any special powers that prevent it, every player can always know where everyone else is at 
any given time. 




























MULTIPLAVER 




This stage may look exactly the same as the Large Arena at first glance, and in a way it is, just much smaller. This can 
change which weapon you’ll want to take into battle, since sitting back at range and shooting may not be the best option. 
Just like the Large Arena, you can be knocked off of this stage, so take care not to get too close to the edge. Even if you 
are careful, there are power ups and weapon bonuses that increase the distance players can be knocked back. If you notice 
a player taking advantage of such bonuses, do what you can to know where they are at all times. 


O 

• 

O 

O 


Light Team Start Point 
Dark Team Start Point 
Respawn Point 
Item Spawn Point 
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Weapons 


There are nine types of weapons in Kid Icarus: Uprising , with twelve unique weapons in each type: 
staffs, bows, clubs, orbitars, blades, claws, palms, cannons, and arms. Each of these weapon types has 
its own special characteristics and move sets, and each individual weapon has abilities unique to it. 
Weapons can be acquired in many different ways: 

• Earn them over the course of the single-player campaign, finding them hidden within treasure boxes 

• Unlock them by accomplishing objectives in the Treasure Hunt. 

• Purchase them from the Arms Altar with hearts. 

• Use Weapon Fusion to create a weapon using others in your inventory 

• Through StreetPass, receive Weapon Gems and spend hearts to convert them to actual weapons. 

• Spend hearts to combine two Weapon Gems into a new weapon. 

• Be awarded a new weapon through the multiplayer mode. 

Weapon Fusion 


By taking two weapons to the Arms Altar in the Solo mode, you are able to fuse them together to create 
a new weapon. At first, a number of combinations may not be available, but as you play through the 
campaign and unlock Zodiac weapons or accomplish certain objectives in the Treasure Hunt, new pos¬ 
sible Weapon Fusions become available. 


Weapon Fusion not only creates a new weapon, it also transfers some of the two base weapons’ unique 
modifiers to the end product. In this way, through careful fusion of weapons, players can determine 
what special modifiers they want passed on to the new weapons they craft. This chapter includes 
charts on what combinations of weapons are required to achieve specific results, all organized by the 
types of weapons. 


Another type of Weapon Fusion is available through the StreetPass feature of the game. Weapon Gems 
created by players, can be fused together. To do this, you must spend hearts. This can get quite expen¬ 
sive, depending on the quality of the Weapon Gems. 


Some Weapon Fusions result in a 
series of special weapons. These are 
marked in the fusion charts by a differ¬ 
ent color. For example, Shock Orbitars and 
a Volcano Arm equal a Dynamo Cannon. 
Normally, orbitars and arms result in a 
palm weapon. 



















WEAPONS 
& POWERS 


Blades 


.. . 

FIRST BLADE 


Entrusted to Pit, this blade is just one of a new breed of armaments that combine dose- 
quarters combat with ranged proficiency. The First Blade is well balanced in usability and 
strength, making it the perfect beginner’s weapon. 

BURST BLADE 


While the Burst Blade has lower attack power and has the shortest range of any blade, it also 
fires multiple bullets at once, giving it a wide attack. Its ranged attacks have a strong potential 
of nullifying incoming fire. 

VIPER BLADE 


A blade said to have been forged from the scales of a thousand venomous serpents. It’s one 
of the few weapons that inflicts poison damage. Users of this blade should soothe its dark, 
nightly rattlings with gentle caresses. 

CRUSADER 

BLADE 


The horizontal stock crossing the barrel is packed with a substance that generates this 
weapon’s wide-ranged shots. These shots have the strong potential for nullifying enemy fire, 
and the weapon’s weight makes its melee attacks powerful. 

ROYAL BLADE 


Once the heirloom of a royal house, this blade has since been worn by time and neglect. Its 
most powerful shots are those used during a backward dash, making the Royal Blade perfect 
for a hit-and-run strategy. 

OPTICAL BLADE 


Despite its lightness, the extreme heat this glow-in-the-dark blade generates has the ability to 
cut even through steel. It also has the longest range of any blade and has charged shots that 
grow in power slightly at long distances. 

SAMURAI 

BLADE 


The Samurai Blade is a powerful copy of a legendary sword whose curved blade was devas¬ 
tating in close combat. While this blade improves quickness, it has weaker ranged shots and 
takes time to charge. 

BULLET BLADE 


This old-school weapon uses magic to fire a hail of explosive steel bullets. The Bullet Blade 
doesn’t have much in the way of homing ability or melee attacks, but its shots are just as 
strong over long distances as up close. 

AQUARIUS 

BLADE 


The Zodiac weapon bearing the sign of Aquarius. It uses extreme pressure to change water 
into an impossibly sharp edge. Its charged shot pushes enemies back as it damages them, 
and its melee attack can freeze foes. 

AURUM BLADE 


The Aurum mimic every aspect of the worlds they conquer, from creatures to vehicles to 
weapons. Dyntos crafted the Aurum Blade by reversing this process. It charges quickly and 
fires shots with a high homing ability. 

PALUTENA 

BLADE 


The rare example of a weapon ordered by Palutena. While its charged shots have a strong 
potential of nullifying enemy fire and its continuous-fire dash shots travel fast, they aren’t 
very strong. However, its dash shots have great range. 

GAOL BLADE 


A blade forged from the same cursed material as Dark Lord Gaol’s armor. While it has the most 
powerful ranged attacks of any blade and its charged shot has a strong homing ability, these 
attacks move slowly. 


195 





































Staffs 


__ 

II Name 

Image 

Description 1 

INSIGHT STAFF 

O 

^ - 

Staffs have long attack ranges with shots that generally get stronger the farther they travel. 
They’re weak in melee combat, however. The Insight Staff is a well-balanced choice for 
learning this type of weapon. 

ORB STAFF 


The Orb Staff’s jewel raises its melee power. Its shot strength doesn’t vary much, making it 
effective at any range. And while these shots lack in damage, distance, and knock-back ability, 
their large size makes hitting foes a breeze. 

ROSE STAFF 


The Rose Staff is the product of a desire to combine beauty and lethality. The brambles it 
fires have exceptional attack power but travel slowly. On the plus side, this weapon charges 
fast, compared to other staffs. 

KNUCKLE STAFF 


The brutish Knuckle Staff sets itself apart from other staffs by excelling at melee attacks. 

While its shots still pack a punch, they lack range, lose power as they travel, and charge 
slowly—so make sure to aim carefully! 

ANCIENT STAFF 

Jgi|| 

"' 55, 

The Ancient Staff is a cold and mysterious weapon made by a dead civilization. Its charged 
shots hang in midair and can paralyze any enemies they strike. This makes the weapon a 
great fit for defensive play. 

LANCER STAFF 

* 

A staff modeled after an infamous spear said to have slain thousands. It charges quickly, and 
its shots, although slow moving, are most damaging at close range. Its melee attack is also 
better than most staffs. 

FLINTLOCK 

STAFF 

| 

This weapon excels at taking out foes from afar. Its shots increase in power as they fly at 
blinding speeds, making it a solid weapon for users with good aim. However, its melee attack 
is among the weakest of any weapon. 

SOMEWHAT 

STAFF 

1 • 

Not only is this weapon closer in form and function to a blade than a staff, but it’s actually 
a living creature! Despite its mysterious nature, the Somewhat Staff still retains its weapon 
type’s movement restrictions. 

SCORPIO STAFF 

h ■ 

The Zodiac weapon bearing the sign of Scorpio. Its high-speed shots often inject a poison 
that does damage over time, with a duration and probability based on attack type. While it has 
a short firing range, it boosts its user’s speed. 

USER STAFF 

—=►* 

The firing range of the Laser Staff is among the longest of any weapon. While it’s slow to 
charge, enemies don’t react to the staff’s continuous fire, allowing users to silently roast foes 
from a massively long distance! 

DARK PIT STAFF 

ir*"~ 

Staff used by Dark Pit when he hides in Chapter 6. The staff’s charged shot does four times 
the damage at its longest range as it does up close. Continuous fire is also powerful but lacks 
size and range. 

THANATOS 

STAFF 


Modeled after Thanatos, this staff features a magic scarf wrapped around a piece of bone. 

Its continuous fire produces a stream of bats, and its backward-dash charged shot conjures a 
giant skull that hovers in the air. 

L- 
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Claws 


Name Image Description 


TIGER CLAWS 


Claws are melee-specialized weapons that fire talons. They improve speed more than any 
other weapon, useful since they tend to have a short attack range. With a balanced set of 
qualities, the Tiger Claws’ usefulness in battle speaks for itself. 

WOLF CLAWS 


These wolf-themed claws set foes they strike on fire, dealing additional damage. Unfortu¬ 
nately, this flame ability limits the weapons’ range. Their charged dash shot has a homing 
ability, something rare among claws. 

BEAR CLAWS 

m 1 

These claws are like a bear’s, with melee attacks among the most devastating of any weapon. 
Their ranged shots are strong but have a short reach. If you can get up close, your foes won’t 
know what hit them. 

BRAWLER 

CLAWS 


Not only do these claws grant faster movement than any other weapon, they make you look 
like the king of the ring! While their other attributes aren’t as cool as their speed boost, you 
can’t deny the coolness of two-fist punching action. 

STEALTH CLAWS 

/V 

m 

Forged in darkness and wrapped in the bandages of mummies, these claws are nearly 
invisible, so the targets of its fast fire may find it hard to find out exactly who is shooting. The 
claws do have a lower melee power, however. 

HEDGEHOG 

CLAWS 


Inspired by hedgehogs, these claws charge quickly and provide a large speed boost to users. 
While they lack homing ability and have a low attack power, their rapid fire shoots a ceaseless 
barrage of projectiles. 

RAPTOR CLAWS 

vc 

Claws that let wielders go all 65 million BC on enemies. They feature strong melee and ranged 
attacks, although they have a slow charge time. Wounds received from these claws are so 
brutal, they often refuse to heal. 

ARTILLERY 

CLAWS 


These macho-looking claws aren’t well suited to melee and have almost no homing ability. But 
where they shine is their shots that have a range comparable to blades, lose no power over 
distance, and move super fast. 

CANCER CLAWS 

ife 

The Zodiac weapon bearing the sign of Cancer. Their melee attack packs a mighty wallop, and 
their charged shots can temporarily hover near enemies. They also give users a speed boost 
during continuous-fire attacks. 

BEAM CLAWS 

•f 

The Beam Claws feature an extremely long attack range, comparable to that of bows. Their 
shots travel fast and don’t lessen in strength over distance. However, they possess a weak 
homing ability and have a lower attack power. 

VIRIDI CLAWS 


Claws that are as beautiful and deadly as Viridi herself. Their shots feature a strong homing 
ability and can maintain continuous fire for long periods. Charged shots fired by the Viridi 

Claws paralyze foes one-third of the time. 

PANDORA 

CLAWS 


These claws are based on the spirit form of Pandora. Their backward-dash charged shot 
creates a barrier that offers good defense in Together mode. Their third melee strike can 
knock enemies into the air. Try using a backward-dash attack as foes fall. 
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Bows 


II Name 

Image 

Description 

FORTUNE BOW 


Bows fire fast homing shots, making them well suited to medium- and long-range attacks. 

Their shots are small, slightly increasing in damage over long ranges. The Fortune Bow was 
designed to be a well-balanced version of this weapon. 

SILVER BOW 


Prototype of a bow designed by Palutena, it’s the only weapon of its type whose shot power 
is higher at close range. Also features a relatively high firing range and homing ability, making 
it a solid choice for skilled users. 

METEOR BOW 

\ - 

.r 4 ' 

The shots fired by this weapon have the longest range of any bow. While its charged shots are 
large and travel fast, they don’t have much homing ability or power. Compensate for this with 
its heavy homing continuous fire. 

DIVINE BOW 


A bow made from the wood of a sacred tree. Its fearsome energy is kept in check by the 
bow’s many seals. Its charged shots have a strong potential of nullifying enemy fire. It also 
charges quickly and has a high homing ability. 

DARKNESS BOW 


The Darkness Bow is shrouded in mystery. Its ranged attacks are powerful, and it even excels 
as a melee weapon. However, it comes up short in terms of homing ability and charge time. 

CRYSTAL BOW 


A bow carved from crystal taken from a forest near the home of the gods. It has high overall 
attack power, and fires fairly large projectiles. However, it has a short firing range, giving it a 
narrow sweet spot for attacks. 

ANGEL BOW 


Based on the god of love, the Angel Bow fires shots that relentlessly pursue their targets. 
However, they travel slowly and are not particularly powerful. Multiplayer opponents can easily 
dodge its shots when attacked head-on. 

HAWKEYE BOW 


Why get close to foes when you can snipe from afar? This bow’s high-speed shots have a long 
range and have the strong potential to nullify incoming fire. However, its melee damage is 
weak, and it takes quite some time to charge. 

SAGITTARIUS 

BOW 


The Zodiac weapon bearing the sign of Sagittarius. Its shots can pierce through multiple 
opponents, making it a great choice when outnumbered. Though it takes a long time to 
charge, it makes up for it in high damage and shot speed. 

AURUM BOW 

-t' , 

t.r 

A bow created using Aurum technology. Rare among bows, its continuous-fire dash attack 
unleashes a barrage of multiple shots. Though it has good range and great homing ability, its 
low attack power makes it better at a distance. 

PALUTENA BOW 


Painstakingly crafted by Palutena herself, this bow’s shots gain speed the farther they travel 
Though its standing shots are weak, its dash shots are mighty. So keep moving, and don’t 
leave yourself open to counterattacks! 

PHOSPHORA 

BOW 


A bow crafted from Phosphora’s scarf. Its charged shots tend to hit enemies, even when firec 
aimlessly. Although it lacks in power, its shots have the ability to paralyze foes. As a bonus, 
those who use it are graced with lightning-quick speed. 
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Palms 


Name 

Image 

Description 

VIOLET PALM 

v % 

Palms are equipped on the wielder’s arm like a tattoo, drawing upon the user’s own vitality to 
fire a barrage of homing shots. The Violet Palm is an average example of this weapon type, 
with great rapid fire but basic range. 

BURNING PALM 


Shots fired from the Burning Palm set enemies on fire, dealing extra damage. It has the 
strongest melee attack of any palm, although it features a long charge time and short firing 
range. And after the battle, it makes a mean BBQ. 

NEEDLE PALM 


This palm fires needles that burrow into targets. They travel fast but have little homing ability. 
There isn’t much difference in range between charged shots and continuous fire, so no need 
to think too hard about gauging your distance. 

MIDNIGHT PALM 


The Midnight Palm is geared toward defense, with ranged attacks that have a strong potential 
of nullifying incoming fire. It has powerful but slow shots. Its backward-dash charged shot 
crushes foes with a gigantic moon. 

CURSED PALM 


A nefarious palm imbued with foul magic. It fires powerful cursed shots that travel slowly 
and lose strength overtime, yet still relentlessly pursue their targets. And the Cursed Palms 
melee attack is devastating in its own right. 

CUTTER PALM 


The Cutter Palm fires light rings that slice through foes. While powerful, it takes long to charge 
and its continuous fire lacks good homing. Despite these flaws, you can’t go wrong with its 
homing backward-dash charged shot. 

PUDGY PALM 

t" 

This palm weapon shoots fancy, balloon-like shots. It has a short charge time and a strong 
overall homing ability. Its backward-dash charged shot can overwhelm almost any shot and is 
handy against enemy attacks in Together mode. 

NINJA PALM 

Hi 

A weapon with the soul of a dark assassin. It has a short charge time, fires fast-moving shots, 
and boosts speed and agility. It even excels at melee attacks! On the other hand, it lacks in 
power, range, and homing. 

VIRGO PALM 

-'■- v 

The Zodiac weapon bearing the sign of Virgo. Features the longest firing range of any 
palm, and its shots grow in size as they travel. While lacking in power and homing ability, its 
backward-dash charged shot creates a useful defensive wall. 

AURUM PALM 

%- v 

Produced with Aurum technology, the Aurum Palm has almost no homing ability, making 
careful aim a must. Its high energy output means it charges fast, allowing users to fire off 
charged shots at a rate of one per second. 

VIRIDI PALM 


Created by and requiring total devotion to Viridi, this palm excels at landing consecutive hits, 
with the damage it deals depending on where it strikes the target. Shooting from a distance 
will help improve its accuracy. 

GREAT REAPER 
PALM 


The Great Reaper Palm uses the power of the Great Reaper to summon Reapettes that hound 
targets. It takes a while to charge, but unique among weapons, its attacks have the power to 
halve the foe’s maximum health. 
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Clubs 


1 Name 

Image 

Description 1 

ORE CLUB 


Clubs are unique weapons ideal for dealing huge amounts of damage. Their gigantic long- 
range charged shots can even pass through walls! The Ore Club is fashioned from minerals 
that were mined on the mountain of the gods. 

BABEL CLUB 


Designed to look like the tower that incurred the wrath of the heavens, this club has the 
longest charge time of any weapon. Its charged shots kick up a violent storm that delivers 
consecutive strikes, so try to make sure all of them hit. 

SKYSCRAPER 

CLUB 


A club with a rather modern look. Its charged shots deal massive damage up close and 
decrease in power the farther they travel. The Skyscraper Club decreases the user’s speed 
more than most clubs. 

ATLAS CLUB 

*mt^ 

Unlike most clubs, the Atlas Club allows users to run quickly while using it. Its shots don’t 
pass through obstacles, but its dash attacks travel fast with a high homing ability. A club that 
handles more like other weapon types. 

EARTHMAUL 

CLUB 


The Earthmaul Club has a longer reach than any other weapon, its charged shot traveling up 
to 126 m. This is roughly three times the range of the First Blade. Its backward-dash charged 
shot reflects off walls. 

OGRE CLUB 


The club used by Dark Pit in his battle with Pit beneath the temple in Chapter 6. Though its 
charged shots are slow and easily dodged, this superbrutal club has the most powerful melee 
attack of any weapon. 

HALO CLUB 

> 

% u 

This lightweight club shoots halos for its ammunition. Unlike other clubs, the Halo Club’s 
charged shots can paralyze opponents. However, it has a low attack power and is particularly 
ill suited for melee attacks. 

BLACK CLUB 

Lm~~ 

While the mysterious Black Club’s attack power and homing ability are high, its charge time 
and shot speed are slow. And not only do its charged shots cancel out enemy fire, they look 
really cool doing it too! 

CAPRICORN 

CLUB 


The Zodiac weapon bearing the sign of Capricorn. Its spiraling charged shots lack range, do 
less damage as they travel, and don’t cancel out other shots. However, these shots do move 
fast and have a superfast charge time. 

AURUM CLUB 


This club has charged shots that have limited range and lack homing but are large, making 
it harder for targets to avoid them. It can also shoot through obstacles, and its shots have a 
strong potential for nullifying incoming fire. 

HEWDRAW CLUB 


This club fires blade blasts and flame breath like the beast himself. Its charged shots have an 
extremely long range and high homing ability but are somewhat lacking in damage. Its melee 
attack also packs a mighty punch! 

MAGNUS CLUB 


Designed to look like Magnus’s sword, this club is at the top of its class in melee power and 
even boosts the speed of its user! Its shots barely have any range, making it the rare weapon 
exclusively suited to close combat. 
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Cannons 


1 Name 

Image 

Description 

EZ CANNON 


Cannons fire powerful shots one at a time. Bristling with energy, their volatile volleys explode 
on impact. The EZ Cannon is a standard version of this armament. While balanced in most 
respects, its bouncing shots do have a strong homing ability. 

BALL CANNON 


Inspired by the weapons seen on pirate ships, the Ball Cannon shoots iron balls with devas¬ 
tating power. Its continuous fire creates a hail of smaller spheres sure to turn any scurvy dog 
into swiss cheese. 

PREDATOR 

CANNON 


This cannon raises movement speed and has the strongest melee attack of its weapon type. 
Upon exploding, its shots deal repeated damage, and its backward-dash charged shot fires an 
arcing shell that descends on the foe. 

POSEIDON 

CANNON 

'€M) 

Imbued with just a fraction of the sea god’s strength, the Poseidon Cannon fires rippling, 
water-like shots that entangle enemies and smash them with the force of a flood. Its rapid fire 
blasts enemies with a veritable divine water cannon. 

FIREWORKS 

CANNON 


A cannon inspired by the tubes used to launch fireworks. It features a strong homing ability, 
fast charge, wide explosions, and the ability to knock enemies into the air. On the downside, 
its attacks lack in power and range. 

RAIL CANNON 


The Rail Cannon fires small rounds at high speeds with the greatest range of any cannon, and 
it has continuous fire that unleashes projectiles in very tight clusters. It’s a solid choice for 
those accurate enough to pick off enemies from afar. 

DYNAMO 

CANNON 


The Dynamo Cannon fires charged shots that detonate at the end of their range or upon 
impact, causing damage in a small radius. Many of the cannon’s attacks also paralyze foes. 

DOOM CANNON 


A cannon that brings ruin to its victims. The shots are slow to charge, and slow-moving as 
well, but after impact, they deal ongoing damage in an expanding, devastating area! 

LEO CANNON 


The Zodiac weapon bearing the sign of Leo. Shoots incendiary bombs that can send enemies 
flying, then explode behind them for extra damage. This attack can be difficult to land, making 
the Leo Cannon tricky to use. 

SONIC CANNON 


The bursts from this weapon cut foes to shreds. Its continuous fire covers a vast area, 
eventually zeroing in on targets with its homing ability. Its long range and expanding charged 
shots make it great for distance fighting. 

TWINBELLOWS 

CANNON 


Inspired by the most dreaded mutt in the Underworld. Fires a flame stream that roasts nearby 
foes. Its backward-dash charged shot creates explosions that detonate near the area they’re 
fired, making them great for close combat. 

CRAGALANCHE 

CANNON 


A cannon made from pieces of Cragalanche. The rocks it fires have massive destructive power. 
But, being rocks, they lack speed and their explosions are relatively small. 
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Orbitars 


1 Name 

Image 

Description 

STANDARD 

ORBITARS 

It & 

Orbitars are pairs of weapons that fire shots as they hover above their wielder’s shoulders, 
allowing for wholly unimpeded movement. And what the small Standard Orbitars lack in punch 
they make up for in all-around quality. 

GUARDIAN 

ORBITARS 

i> ^ 

These orbitars specialize in defense, for their charged shot raises a shield that has a strong 
potential of nullifying incoming fire. After throwing up this shield, users should switch to 
continuous fire as their main method of attack. 

SHOCK 

ORBITARS 

V > «s- 

These orbitars gather their energy from the flaps of Pit’s wings, releasing electric projectiles 
that disperse on impact. Their speed and range are nothing spectacular, but their charged 
shots have a high homing ability. 

EYETRACK 

ORBITARS 


These orbitars were once sealed inside a cursed royal tomb. Their homing ability is among 
the best of any weapon, making them very easy to use. However, they lack in terms of attack 
power and charge time. 

FAIRY 

ORBITARS 

'f * * 

Tired of pixies asking you to listen? Try these spritely orbitars on for size! They charge 
quickly, allowing for consecutive charged shots. Their greatest feature is the ability to confuse 
enemies. 

PAW PAD 
ORBITARS 

% & 

t 

The Paw Pad Orbitars are too cute, aren’t they? They have a short charge time, and shots 
bounce about like an excited kitten. Shield yourself with the backward-dash charged shot, or 
circle around enemies using continuous fire. 

JETSTREAM 

ORBITARS 


Charged shots fired from these orbitars may lack any sort of homing, but when they do 
hit—watch out! They’re strong, though generally lose strength the farther they travel. Try 
knocking foes into the air with charged shots! 

BOOM 

ORBITARS 

torn 

These burly-looking orbitars fire small bullets that really pack a wallop! Top among orbitars in 
melee and ranged attack power, they lack any sort of homing ability and slow the user down 
considerably during continuous fire. 

GEMINI 

ORBITARS 

h * 

The Zodiac weapon bearing the sign of Gemini. The standard charged shots they fire travel 
straight, then break suddenly toward their target. This makes the wielder of such orbitars 
extremely hard to predict in Together mode. 

AURUM 

ORBITARS 


These orbitars were built by literally combining members of the Aurum forces. Their 
continuous fire unleashes a narrow beam that is limited in range but travels so fast that 
targets have little time to dodge. 

CENTURION 

ORBITARS 

fft* 

Modeled after Palutena’s rank-and-file soldiers, these orbitars fire shots that arc like arrows 
in flight and are powerful at close range. Their backward-dash charged shots fire centurion- 
knight shields, and their continuous fire has a long range. 

ARLON 

ORBITARS 

<$. *? 
r >r 

Inspired by Arlon the Serene. But unlike Arlon, this weapon is far from invisible in combat, 
featuring the longest range of any of the orbitars. Its continuous fire unleashes a stream of 
the chakrams used by Arlon. 
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Weapon Types and Fusion Charts 


Anomalies 






Bows 

Bows perform well as medium- to long-range weapons, featuring razor-sharp arrows with decent hom¬ 
ing ability and high velocity. While naturally inclined toward ranged combat, bows can be effective in 
melee combat with the right weapon modifiers. The melee dash attack of a bow can juggle multiple en¬ 
emies in place. During multiplayer, this can be used as a setup for a team member to help finish the job. 



Great Reaper Palm 



Weapon Fusion 



Phoenix Arm 

KrakenArm 

UpperdashArm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

' 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

KrakenArm 

Palutena Bov 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

UpperdashArm 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Taurus Arm 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

End-All Arm 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Bowl Arm 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Bomber Arm 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Drill Arm 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Volcano Arm 

Divine Bow 

] 1 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Electroshock Arm 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Compact Arm 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Crusher Arm 

Fortune Bow 

Phosphora Bow 

— 

Palutena Bov; 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 


Phoenix Arm 

KrakenArm 

UpperdashArm 

TauusArm 

End-All Arm 

Bowl Arm 

Bomba-Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Gaol Blade 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Palutena Blade 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Aurum Blade 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aquarius Blade 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Bullet Blade 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Samurai Blade 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Optical Blade 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Royal Blade 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Crusader Blade 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Viper Blade 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Burst Blade 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

First Blade 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 
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Weapon Fusion 



ArlonOrbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Great Reaper Palm 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

ViridiPabn 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Aurum Palm 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Virgo Palm 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Ninja Palm 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Pudgy Palm 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Cuter Palm 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Cursed Palm 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Midnight Palm 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Needle Palm 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Burning Palm 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Violet Palm 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 


Cragalanche 

Cannon 

Twinbellows 

Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 

Pandora Qaws 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

_ 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Vindi Claws 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Beam Qaws 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Cancer Claws 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Artillery Oaws 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Raptor Qaws 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Hedgehog Qaws 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Stealth Qaws 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Brawler daws 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Bear Qaws 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Wolf Qaws 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Tiger Qaws 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 


Magnus Qub 

HewdrawQub 

Aurum Qub 

Capricorn Qub 

Black Qub 

Halo Qub 

Ogre Club 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

Ore Qub 

Pandora Qaws 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Viridi Qaws 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Beam Qaws 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Cancer Qaws 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Artillery Qaws 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Raptor Qaws 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Hedgehog Oaws 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Great Reaper Palm 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Stealth Qaws 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Brawler Qaws 

Divine Bow 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Bear Qaws 

Meteor Bow 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Wolf Oaws 

Silver Bow 

Fortune Bow 

Phosphora Bow 

Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Tiger Qaws 

Fortune Bow 

Phosphora Bow 

Paiutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeye Bow 

Angel Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 
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Palm 


Anomalies 


Enabling a wielder to launch shots from the palm of the hand, palms make up for deficiencies in range 
and power with remarkably high homing capabilities. Palms have a high rate of fire, and can be fired on 
the move without a large reduction in your walking speed. This constant and accurate barrage can be 
frustrating if you’re on the receiving end of it. 




Weapon Fusion 



Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Arlon Orbitars 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Centurion Orbitars 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Aurum Orbitars 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Gemini Orbitars 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Boom Orbitars 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Jetstream Orbitars 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Paw Pad Orbitars 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Fairy Orbitars 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Eyetrack Orbitars 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

: 

Cursed Palm 

Shock Orbitars 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Dynamo Cannon 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Guardian Orbitars 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Standard Orbitars 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 


Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Gaol Blade 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Palutena Blade 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Aurum Blade 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aquarius Blade 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Bullet Blade 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Samurai Blade 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Optical Blade 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Royal Blade 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Crusader Blade 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Viper Blade 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Burst Blade 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Rrst Blade 

Violet Palm 

Palutena Bow 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 
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WEAPONS 
& POWERS 


Weapon Fusion 



Cragalanche Cannon 

TwinbeHows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 

Cragalanche Cannon 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Twinbeflows Cannon 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Sonic Cannon 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Viridi Palm 

Leo Cannon 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Doom Cannon 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Dynamo Cannon 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Rail Cannon 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Fireworks Cannon 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Poseidon Cannon 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Predator Cannon 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Ball Cannon 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

EZ Cannon 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 


Magnus Club 

Hewdraw Club 

Aurum Club 

Capricorn Club 

Black Qub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Club 

Babel Qub 

Ore Club 

rnospnoid dow 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Palutena Bow 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

AurumBow 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Vridi Palm 

Sagittarius Bow 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

HawkeyeBow 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Angel Bow 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Crystal Bow 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

— 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Darkness Bow 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Divine Bow 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Meteor Bow 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Silver Bow 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Fortune Bow 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 


PkstrnhAra krvui 

mospnora dow 

Palutena Bow 

AurumBow 

Sagittarius Bow 

HawkeyeBow 

AfKjd Bow 

Crystal Bow 

Darkness Bow 

Divine Bow 

Meteor Bow 

Silver Bow 


Gaol Blade 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Palutena Blade 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Aurum Blade 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Vridi Palm 

Aquarius Blade 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Bullet Blade 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Samurai Blade 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Volet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Optical Blade 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Royal Blade 

Cursed Palm 

Midnight Palm 

Needle Palm 

— 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Vridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Crusader Blade 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Viper Blade 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Vrgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Burst Blade 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

First Blade 

Violet Palm 

— 

Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 
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Staff 


Anomalies 


With powerful, penetrating shots, staffs excel in long-range sniping. Although weak in close combat and 
lacking homing performance, staffs feature shots that grow in power over distance. To use a staff well, 
a weapon that demands precision and finesse, requires practice and patience. You will be at a distinct 
disadvantage if the enemy knows where you are, or if they are in close range. Staffs make great weap¬ 
ons for opportunists who can sneak behind their enemies and take advantage of their distraction. 




Weapon Fusion 



Pho^A™ KrakenAnn 

UpperdashArm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 1 

Cragaianche Cannon 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Twinbdkws Cannon 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Sonic Cannon 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Leo Cannon 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Doom Cannon 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Dynamo Cannon 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rail Cannon 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Fireworks Cannon 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

flintlock Staff 

Lancer Staff 

Poseidon Cannon 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Predator Cannon 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Ball Cannon 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

EZ Cannon 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 


Phoenix Arm 

KrakenArm 

UpperdashArm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm | 

Pandora Claws 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Viridi Claws 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Beam daws 

laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Cancer daws 

Scorpio Staff 

Somewhat Staff 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Artillery daws 

Somewhat Staff 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

: Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Raptor daws 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Hedgehog Claws 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Stealth daws 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Brawler daws 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Bear daws 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Wolf daws 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Tiger daws 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 
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WEAPONS 
& POWERS 


Weapon Fusion 



Arlon Orbrtars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

letstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Pandora Claws 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Viridi Claws 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Beam flaws 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Cancer Claws 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Artillery daws 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Raptor daws 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Hedgehog Claws 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Stealth daws 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Brawler Claws 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Bear flaws 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

WoH Claws 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Tiger Claws 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 


Cragalanche Cannon 

Twinbeilows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 

Gaol Blade 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Palutena Blade 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Aurum Blade 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Aquarius Blade 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Bullet Blade 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Samurai Blade 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Optical Blade 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Royal Blade 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Crusader Blade 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Viper Blade 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Burst Blade 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

First Blade 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 


Magnus Club 

Hewdraw flub 

Aurum flub 

Capricorn Club 

Black flub 

Halo Club 

Ogre flub 

Earthmaul Club 

Atlas flub 

Skyscraper flub 

Babel flub 

Ore Club 

Gaol Blade 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Palutena Blade 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Aurum Blade 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Aquarius Blade 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Bullet Blade 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Samurai Blade 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Arlon Orbitars 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Optical Blade 

Lancer Staff 

Andent Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Royal Blade 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

LancerStaff 

Crusader Blade 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

lancer Staff 

Ancient Staff 

Viper Blade 

Rose Staff 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Burst Blade 

Orb Staff 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

First Blade 

Insight Staff 

Thanatos Staff 

Dark Pit Staff 

laser Staff 

Scorpio Staff 

Somewhat Staff 

Rintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 
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Blade 


Anomalies 


Well balanced for both usability and strength, blades combine characteristics of swords and guns for 
performance in both ranged and close-quarters combat. The versatility of a blade should never be 
doubted, and these weapons make a great choice for players who want to be ready for any eventuality. 





Weapon Fusion 



Phoenix Arm 

Palutena Blade 

EH 

Taurus Arm 

End-All Arm 

Bowl Arm Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

|| ||g|g| pi|||||| i 

Crusher Arm 

Magnus Club 

Gaol Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Hewdraw Club 

Palutena Blad° 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Aurum Oub 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Capricorn Club 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Black Qub 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

first Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Halo Oub 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Ogre Oub 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Earthmaul Oub 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

v Atlas Oub 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Skyscraper Club 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Babel Qub 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Ore Club 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 


Phoenix Arm 

KrakenArm 

WSaSSm H 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Aurum Bow 

Angel Bow 

Crystal Bow 

Fortune Bow 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

first Blade 

Gaol Blade 

Palutena Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Hade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Centurion Orbitars 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Crusader Blade 

Viper Blade 

' 

Burst Blade 

First Blade 

- i 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

— 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 
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WEAPONS 
& POWERS 


Weapon Fusion 



Cragalanche Cannon Twrbellows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Rreworks Cannon 

Pbseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 

Great Reaper Palm 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Viridi Palm 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Aurum Palm 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Virgo Palm 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Ninja Palm 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Pudgy Palm 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Phoenix Arm 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Cutter Palm 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Cursed Palm 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Black Club 

Optical Blade 

Midnight Palm 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Needle Palm 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Burning Palm 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Violet Palm 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

_, 

Cragalandie Cannon 

Twinbel lows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Rreworks Cannon 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 

Thanatos Staff 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Dark Pit Staff 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Laser Staff 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Scorpio Staff 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Somewhat Staff 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Flintlock Staff 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Lancer Staff 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Ancient Staff 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Knuckle Staff 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Rose Staff 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Orb Staff 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

insight Staff 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 


Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo P&lm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Magnus Qub 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Hewdraw Club 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Aurum Club 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Capricorn Oub 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Black Club 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Halo Qub 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Ogre Club 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Earthmaul Qub 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Atlas Club 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Skyscraper Club 

Viper Blade 

Burst Blade 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Babel Club 

Burst Blade 

Rrst Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Ore Qub 

First Blade 

Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Bade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 
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Orbitar 


Anomalies 


Orbitars are best suited for long-range fire. They launch two separate shots that can hit targets indi¬ 
vidually over a wide range and add up to high damage when used on one target. These weapons make 
excellent general harassment tools during games of Light vs. Dark. A strong orbitar user can force a 
player to remain almost permanently on the defensive without even having to get close. 


& © 





Weapon Fusion 



Phoenix Arm 

KrakenArm 

UpperdashArm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm | 

Great Reaper Palm 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Viridi Palm 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Aurum Palm 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arton Orbitars 

Centurion Orbitars 

Virgo Palm 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Ninja Palm 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Pudgy Palm 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Cutter Palm 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Cursed Palm 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Midnight Palm 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Needle Palm 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Burning Palm 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Violet Palm 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 


Phoenix Arm 

Kraken Arm 

UpperdashArm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomb®'Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm | 

Thanatos Staff 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Dark Pit Staff 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Laser Staff 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Scorpio Staff 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Somewhat Staff 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Flintlock Staff 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Lancer Staff 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Ancient Staff 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Knuckle Staff 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Gaol Blade 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Rose Staff 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Orb Staff 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Insight Staff 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 
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Weapon Fusion 



Cragaianche Cannon 

TwinbeBows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 1 

Magnus Club 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

— 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

HewdrawGub 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Aurum Gub 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Capricorn Club 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Black Club 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Halo Gub 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Ogre Gub 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Dark Pit Staff 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Earthmaul Gub 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Atlas Gub 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Skyscraper Gub 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Babel Oub 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

OreQub 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 


Cragaianche Cannon 

TwinbeBows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Pbseidon Cannon 

Predator Cannon 

Ball Cannon 

EZ Cannon 


Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 


Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 


Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 


Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 


Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 


Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 


Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 


Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 


Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 


Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 


Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 


Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 


Magnus Club 

HewdrawQub 

Aurum Gub 

Capricorn Gub 

Black Gub 

Halo Gub 

Ogre Gub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Club 

Babel Qub 

OreQub f 

Magnus Club 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 
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Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 
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Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Aurum Club 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Capricorn Gub 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Black Oub 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Halo Gub 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Ogre Gub 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Earthmaul Gub 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Atlas Oub 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Skyscraper Oub 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Babel Oub 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Ore Gub 

Standard Orbitars 

Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 
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Cannon 


With charged shots that explode on impact, cannons are at their best when enveloping groups of en¬ 
emies in massive, extremely powerful explosions. The biggest drawback of the cannons is their weight, 
which slows a player down by quite a bit. However, if the enemy does get close, cannons are not use¬ 
less in melee combat. Their melee combo blasts victims far away, back into the best ranges of a cannon 




Weapon Fusion 



Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 

Arlon Orbitars 

Cragalanche Cannon 

Twinbeta Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rai Canon 

fireworks Canon 

Poseidon Canon 

Predator (anon 

Ball Cannon 

ECamon 

Centurion Orbitars 

Twnbete Camon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Canon 

Rai Canon 

fireworks Canon 

Poseidon Canon 

Predator Cannon 

Bai Canon 

ECamon 

Cragalanche Cannon 

Aurum Orbitars 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

fireworks Canon 

Poseidon Canon 

Predator Camon 

Bai Camon 

ECannon 

Cragalanche Caron 

Twinbeiows Camon 

Gemini Orbitars 

Leo (anon 

Doom Cannon 

Dyremo Cannon 

Rail Cannon 

fireworks Camon 

Poseidon Canon 

Predator Cannon 

Bai (anon 

E Camon 

Cragalanche Canon 

Twinbeiows Canon 

Sonic Camon 

Boom Orbitars 

Doom Cannon 

Dynamo Cannon 

Rail Cannon 

Fireworks Cannon 

Poseidon Canon 

Predator Cannon 

Ball Camon 

ECannon 

Cragalanche Cannon 

Twinbeiows Cannon 

Some Cannon 

Leo Cannon 

Jetstream Orbitars 

Dynamo Canon 

Rail Cannon 

(reworks Cannon 

Poseidon Cannon 

Predator Cannon 

Bai Canon 

E Camon 

Cragalanche Canon 

Twinbeiows Canon 

Sonic Cannon 

Leo Cannon 

Doom Canon 

Paw Pad Orbitars 

Rail Cannon 

fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

Beil Cannon 

ECannon 

Cragalanche Camon 

Twinbeiows Cannon 

Some Camon 

Leo Cannon 

Doom Canon 

Dynamo Camon 

Fairy Orbitars 

Fireworks Cannon 

Poseidon Cannon 

Predator Cannon 

BaiCannon 

ECannon 

Cragalanche Cannon 

Twinbeiows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Canon 

Rai Canon 

Eyetrack Orbitars 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 
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Cragalanche Cannon 

Twinbeiows Cannon 

Sonic Canon 

Leo Canon 

Doom Camon 

Dynamo Camon 
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Freworks Cannon 

Shock Orbitars 

Predator Cannon 

BaiCannon 

ECannon 

Cragalanche Cannon 

Twinbete Canon 

Some Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Canon 

Rai Canon 

fireworks Canon 

Poseidon Canon 

Guardian Orbitars 

Ball Cannon 

ECamon 

Cragalanche Cannon 

Twnbete Cannon 

Some Canon 

— 

LeoCannon 

Doom Canon 

Dynamo Cannon 

Rai Camon 

(reworks Canon 

Poseidon Canon 

Predator Canon 

Standard Orbitars 

EZ Cannon 

Cragalanche Cannon 

Twnbete Camon 

Sonic Cannon 

Leo Canon 

Doom Cannon 

Dynamo Canon 

Rai Canon 

Fireworks Camon 

Poseidon Canon 

Predator Cannon 

Bai Canon 


Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 
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Twnbete Cannon 

Sonic Cannon 
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Doom Cannon 

Dynamo Cannon 
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Poseidon Cannon 

Predator Canon 

Ball Camon 
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Sonic Cannon 
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Leo Cannon 
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Cragalanche Canon 
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Poseidon Canon 
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Twinbeiows Camon 
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Poseidon Canon 
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Bai Canon 

E Camon 

Cragalanche Camon 

Twinbeiows Canon 

Sonic Cannon 

Leo Canon 
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. 
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Poseidon Cannon 

Predator Canon 

Bail Cannon 

ECannon 

Cragalanche Camon 

Twnbete Cannon 

Some Canon 

Leo Camon 
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Poseidon Cannon 

Predator Cannon 

Bai Cannon 

E Cannon 

Cragalanche Cannon 

Twinbeiows Canon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Canon 

Rai Canon 
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Poseidon Cannon 

Predator Cannon 

Ball Cannon 

ECannon 

Cragalanche Cannon 

Twnbete Cannon 

Some Canon 

Leo Cannon 
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Dynamo Camon 

Rai Camon 
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Predator Cannon 

Bai Cannon 

ECannon 

Cragalanche Canon 

Twinbete Canon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Canon 

Rai Canon 
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Poseidon Cannon 


Ball Cannon 

E Cannon 

Cragalanche Cannon 

Twinbeiows Cannon 

Sonic Canon 

Leo Cannon 

Doom Canon 

Dynamo Cannon 

Rail Cannon 

freworks Cannon 

Poseidon Camon 

Predator Canon 


EZ Cannon 

Cragalanche Cannon 

Twnbete Canon 

Some Cannon 

Leo Canon 

Doom Canon 

Dynamo Cannon 

Rai Cannon 

fireworks Cannon 

Poseidon Canon 

Predator Camon 

Bai Canon 
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Weapon Fusion 



Great Reaper Palm 

Viridi Palm 

Aurum Palm Virgo Palm 

Ninja Palm 

Iff! 

Cutter Palm 

Cursed Palm 

Mirimnkf D*(m 

niamgm rain 

Needle Palm 

Burning Palm 

Violet fblm 

Thanatos Staff 

Gagalanche Cannon 

Tvwteltows Camon 

Sonic Caron 

Leo Cannon 

Doom Camon 

Dynamo Cannon 

Rai Carmon 

Fireworks Camon 

• 

Poseidon Cannon 

Predator Cannon 

Ball Cannon 

ECannon 

Dark Pit Staff 

Twinbeiows Cannon 

Sonic Cannon 

Leo Caron 

Doom Caron 

Dynamo Cannon 

Rai Cannon 

Freworks Carmon 

Fbseidon Camon 

Predator Cannon 

Bai Camon 

E Camon 
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Fbseidon Cannon 

Predator Cannon 

Ball Cannon 

E Carmon 

Cragalandie Cannon 

Twinbete Cannon 

Sonic Camon 

Leo Camon 

Flintlock Staff 

Dynamo Camon 

Rail Camon 

Fireworks Cannon 

Fbseidon Cannon 

Predator Cannon 

Bai Camon 

ECannon 

Cragalandie Cannon 

Twinbeicws Cannon 

Sonic Cannon 

Leo Camon 

Doom Cannon 

Lancer Staff 

RaJCannon 

Fireworks Cannon 

Fbseidon Camon 

Predator Camon 

BaiCannon 

EZ Cannon 

Cragalandie Cannon 

Twinbeiows Cannon 

Sonic Camon 

Leo Cannon 

Doom Camon 

Dynamo Cannon 

Ancient Staff 

Fireworks Cannon 

Fbsadon Cannon 

Predator Camon 

Bai Camon 

EZ Cannon 

Cragalandie Carmon 

Twinbeicws Cannon 

Sonic Camon 

Leo Camon 

Doom Cannon 

Dynamo Camon 

RaiCamon 

Knuckle Staff 

Fbseidon Cannon 

Predator Cannon 

Bai Camon 

EZ Cannon 

Gagalanche Camon 

Twinbellcws Cannon 

Sorac Camon 

Leo Camon 

Doom Camon 

Dynamo Cannon 

Rail Carmon 

Fireworks Camon 

Rose Staff 

Predator Cannon 

Bai Caron 

EZ Camon 

Cragalandie Camon 

Twinbeiows Cannon 

Sonic Cannon 

Leo Camon 

Doom Camon 

Dynamo Camon 

RaiCamon 

Freworks Cannon 

Fbseidon Camon 

Orb Staff 

fell Cannon 

EZ Camon 

Gagalanche Camon 

Twnbellows Cannon 

Sonic Cannon 

Leo Cannon 

Doom Camon 

Dynamo Cannon 

Rai Cannon 

fireworks Cannon 
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Sonic Caron 

Leo Cannon 

Doom Camon 

Dynamo Camon 

RaiCannon 

Freworks Camon 

fbseidon Cannon 

Predator Cannon 

BaiCannon 

ECannon 

Gagalanche Cannon 


Sonic Camon 

Leo Cannon 

Doom Camon 

Dynamo Caron 

Rail Camon 

fireworks Cannon 

Fbseidon Cannon 

Predator Camon 

Ball Camon 

ECannon 

Gagalanche Cannon 

Twinbellcws Cannon 


Leo Camon 

Doom Caron 

Dynamo Camon 

Rai Camon 

Freworks Camon 

Poseidon Camon 

Predator Cannon 

Bai Camon 

E Carmon 

Gagalanche Camon 

Twinbeiows Camon 

Sonic Cannon 

HawkeyeBow 

Doom Cannon 

Dynamo Caron 

RaiCannon 

Fireworks Cannon 

fbseidon Cannon 

Predator Cannon 

Ball Carmon 

E Carmon 

Cragalandie Cannon 

Twinbeiows Camon 

Sonic Camon 

Leo Cannon 


Viridilfem 

Rail Camon 

Freworks Camon 

— 

fbseidon Cannon 

Predator Camon 

Ball Camon 

E Carmon 

Cragalandie Cannon 

Twinbeiows Cannon 

Sonic Cannon 

Leo Camon 

Doom Cannon 


Rai Camon 

Fireworks Camon 

Poseidon Cannon 

Predator Camon 

Bai Cannon 

E Carmon 

Gagalanche Cannon 

Twmbeiows Cannon 

Sonic Camon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Da^Bo, 

Reworks Cannon 

Fbseidon Caron 

Predator Cannon 

Bai Cannon 

EZ Cannon 

Cragalandie Cannon 

Twinbeiows Camon 

Sonic Carmon 

Leo Cannon 

Doom Cannon 

Dynamo Camon 

RaiCamon 

Divine Bow 

Fbseidon Cannon 

Predator Cannon 

Bai Cannon 

EZ Cannon 

Cragalandie Cannon 

Twiitellaws Cannon 

Sonic Camon 

Leo Cannon 

Doom Camon 

Dynamo Cannon 

Rail Cannon 

Fireworks Camon 


Predator Cannon 

Bai Caron 

EZ Camon 

Cragalandie Caron 

Twmbeiows Camon 

Sonic Camon 

Leo Cannon 

Doom Cannon 

Dynamo Camon 

RaiCamon 

Freworks Cannon 

fbseidon Camon 


Ball Camon 

EZ Camon 

Gagalanche Caron 

Twnbellows Camon 

Sonic Camon 

Leo Camon 

Doom Camon 

Dynamo Cannon 

RaiCannon 

fireworks Camon 

Fbseidon Cannon 

Predator Camon 


EZ Cannon 

Cragalandie Cannon 

Twmbelows Cannon 

Sonic Camon 

Leo Camon 

Doom Camon 

Dynamo Camon 

Rail Camon 

fireworks Cannon 

Fbseidon Camon 

Predator Cannon 

Bai Canon 


Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

Orb Staff 

Insight Staff 1 

Thanatos Staff 

Gagalanche Cannon 

Twinbeiows Cannon 

Son ic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rail Camon 

Fireworks Cannon 

fbseidon Cannon 

Predator Camon 

Ball Camon 

E Camon 

Dark Pit Staff 

Twinbeiows Camon 

Sonic Cannon 

Leo Cannon 

Doom Cannon 

Dynamo Cannon 

Rai Camon 

Freworks Cannon 

Fbseidon Carmon 

Predator Camon 

Bai Canon 

ECannon 

Cragalandie Cannon 

Laser Staff 

Sonic Cannon 

Leo Caron 

Doom Camon 

Dynamo Canon 

RaiCannon 

fireworks Camon 

fbsadon Cannon 

Predator Cannon 

Bai Cannon 

ECannon 

Gagalanche Cannon 

Twinbeicws Cannon 

Scorpio Staff 

Leo Cannon 

Doom Caron 

Dynamo Camon 

Rai Camon 

Freworks Cannon 

Fbseidon Cannon 

Ftedator Cannon 

Bai Camon 

E Cannon 

Gagalanche Cannon 

Twinbeiows Camon 

Sorac Camon 

Somewhat Staff 

Doom Camon 

Dynamo Caron 

RaiCannon 

Fireworks Caron 

fbseidon Camon 

Predator Cannon 

Bai Cannon 

E Canon 

Cragalandie Camon 

Twinbeiows Cannon 

Sonic Camon 

Leo Camon 

Flintlock Staff 

Dynamo Cannon 

RaiCannon 

Freworks Cannon 

Fbseidon Cannon 

Predator Cannon 

BaiCamon 

E Cannon 

Cragalandie Cannon 

Twinbeiows Camon 

Sonic Carmon 

Leo Camon 

Doom Cannon 

Lancer Staff 

Rail Cannon 

Fireworks Cannon 

Fbseidon Cannon 

Predator Camon 

Bai Camon 

E Cannon 

Cragalandie Camon 

Twnbdlcws Cannon 

Sonic Cannon 

Leo Camon 

Doom Camon 

Dynamo Cannon 

Ancient Staff 

Freworks Cannon 

Fbseidon Caron 

Predator Caron 

Bai Cannon 

EZ Cannon 

Cragalandie Cannon 

Twmbeiows Camon 

Sonic Camon 

Leo Camon 

Doom Cannon 

Dynamo Cannon 

RaiCamon 

Knuckle Staff 

wfi MmSmm 

Fbseidon Cannon 

Predator Camon 

-j 

BaiCannon 

EZ Cannon 

Cragalandie Camon 

Twinbeiows Cannon 

Sonic Carrion 

Leo Camon 

Doom Cannon 

Dynamo Cannon 

Rail Camon 

fireworks Cannon 

Rose Staff 

Predator Cannon 

BaiCaron 

EZ Cannon 

Gagalanche Cannon 

Twmbeicws Camon 

Sonic Cannon 

Leo Camon 

Doom Camon 

Dynamo Cannon 

RaiCamon 

Freworks Cannon 

Fbseidon Camon 

Orb Staff 

Bai Camon 

EZ Canon 

Gagalanche Cannon 

Tvwibete Camon 

Sonic Camon 

Leo Camon 

Doom Camon 

Dynamo Camon 

RaiCannon 

fireworks Camon 

Fbseidon Camon 

Predator Cannon 

Insight Staff 

EZ Cannon 

Gagalanche Cannon 

Twinbeiows Cannon 

Sonic Caron 

Leo Camon 

Doom Camon 

Dynamo Cannon 

RaiCamon t 

! 

Freworks Cannon 

Fbsadon Camon 

Predator Cannon 

Bai Camon 
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Claw 


Anomalies 

None 


Equipped on both hands, claws are well suited to melee combat. Their light weight also increases 
running speed, allowing players to penetrate right into melee range of their enemies. Surprisingly ver¬ 
satile, with the right weapon modifiers, claws can turn into mid-ranged monsters, their rapid-fire shots 
capable of quickly overwhelming an enemy. 



Weapon Fusion 



Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

ietstream Orbitars 

Paw Rad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars j 

Cragalanche Cannon 

Virididaws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf Claws 

Tiger daws 

Tvmbeflows Cannon 

Viridi dav* 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog Claws 

Stealth Claws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Sonic Cannon 

Beam Claws 

Cancer Claws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler Claws 

Bear Claws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi daws 

Leo Cannon 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog daws 

Stealth Claws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger daws 

Pandora Claws 

Virididaws 

Beam daws 

Doom Cannon 

Artillery daws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger Claws 

Pandora daws 

Virididaws 

Beam Claws 

Cancer Claws 

Dynamo Cannon 

Raptor Claws 

Hedgehog Claws 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery Claws 

Rail Cannon 

Hedgehog daws 

Stealth Claws 

Brawler Claws 

Bear Claws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer Claws 

Artillery daws 

Raptor Claws 

Fireworks Cannon 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf Claws 

Tiger daws 

Pandora daws 

Viridi daws 

Beam daws 

Cancer Claws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Poseidon Cannon 

Brawler daws 

Bear Claws 

Wolf daws 

Tiger daws 

Pandora daws 

Virididaws 

Beam Claws 

Cancer daws 

Artillery daws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Predator Cannon 

Bear daws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam daws 

Cancer Claws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Ball Cannon 

Wolf Claws 

Tiger Claws 

Pandora daws 

Virididaws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler daws 

Bear daws 

E2 Cannon 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler daws 

Bear Claws 

Wolf daws 


Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Raw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars | 

Magnus Club 

Pandora Claws 

Viridi Claws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor Claws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Bear Claws 

Wolf Claws 

Tiger daws 

HewdrawClub 

Virididaws 

Beam Claws 

Cancer Claws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Aurum Club 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler Claws 

Bear Claws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi daws 

■ ■» * 

Capricorn Club 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler daws 

Bear daws 

Wolf Claws 

Tiger Claws 

Pandora Claws 

Viridi Claws 

Beam daws 

Black Club 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger daws 

Pandora daws 

Viridi Claws 

Beam Claws 

Cancer Claws 

Halo Club 

Raptor Claws 

Hedgehog Claws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Ogre dub 

Hedgehog daws 

Stealth Claws 

Brawler Claws 

Bear daws 

Wolf Claws 

Tiger daws 

Pandora daws 

Virididaws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Claws 

Earthmaul Club 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Atlas Qub 

Brawler daws 

Bear Claws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog daws 

Stealth Claws 

si** 

Skyscraper Club 

Bear Claws 

Wolf Claws 

Tiger daws 

Pandora daws 

Viridi daws 

Beam daws 

Cancer Claws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Babel dub 

Wolf daws 

Tiger Claws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler daws 

Bear daws 

Ore dub 

Tiger daws 

Pandora daws 

Virididaws 

Beam Claws 

Cancer daws 

Artillery daws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler daws 

Bear Claws 

Wolf daws 
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WEAPONS 
& POWERS 


Weapon Fusion 



Magnus Club 

Hewdrawdub 

Aurum Qub 

Capricorn Club 

Black dub 

Halo Club 

Ogre Qub 

Earthmaul dub 

Atlas Qub 

Skyscraper dub 

Babel Qub 

Ore Qub 

Thanatos Staff 

Pandora Qaws 

Viridi daws 

Beam daws 

Cancer Claws 

Artillery Claws 

Raptor daws 

Hedgehog Claws 

Stealth Qaws 

Brawler daws 

Bear Qaws 

Wolf Qaws 

Tiger Qaws 

Dark Pit Staff 

Viridi Claws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth Qaws 

Brawler daws 

BearClaws 

Wolf Claws 

Tiger Claws 

Pandora daws 

Laser Staff 

Beam daws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

BearClaws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Viridi Qaws 

Scorpio Staff 

Cancer Claws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

BearClaws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Claws 

Somewhat Staff 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth Claws 

Brawler Claws 

BearClaws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Qaws 

Cancer Qaws 

Flintlock Staff 

Raptor daws 

Hedgehog daws 

Stealth Claws 

Brawler daws 

BearClaws 

Wolf Claws 

Tiger daws 

Pandora Qaws 

Viridi Qaws 

Beam Claws 

Cancer Qaws 

Artillery Claws 

Lancer Staff 

Hedgehog daws 

Stealth daws 

Brawler Claws 

BearClaws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Qaws 

Cancer Claws 

Artillery Qaws 

Raptor daws 

... .. 

Ancient Staff 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Viridi daws 

Beam Qaws 

Cancer Qaws 

Artillery daws 

Raptor Claws 

Hedgehog Qaws 

Knuckle Staff 

Brawler daws 

Bear Claws 

Wolf daws 

Tiger daws 

Pandora daws 

Viridi Claws 

Beam Claws 

Cancer Claws 

Artillery Claws 

Raptor Qaws 

Hedgehog Claws 

Stealth Claws 

Rose Staff 

Bear daws 

Wolf Claws 

Tiger Claws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer Claws 

Artillery Qaws 

Raptor daws 

Hedgehog Qaws 

Stealth Qaws 

Brawler Qaws 

Orb Staff 

Wolf Claws 

Tiger daws 

Pandora daws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog Qaws 

Stealth Claws 

Brawler Qaws 

Bear Qaws 

Insight Staff 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor Qaws 

Hedgehog Qaws 

Stealth daws 

Brawler Claws 

BearClaws 

Wolf Claws 


Thanatos Staff 

Dark Pit Staff 

Laser Staff 

Scorpio Staff 

Somewhat Staff 

Flintlock Staff 

Lancer Staff 

Ancient Staff 

Knuckle Staff 

Rose Staff 

OrbStaff 

Insight Staff | 

Gao! Blade 

Pandora daws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog Qaws 

Stealth daws 

Brawler Qaws 

Bear Qaws 

Wolf Claws 

Tiger Claws 

Palutena Blade 

Viridi Claws 

Beam Claws 

Cancer daws 

Artillery daws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler Qaws 

BearClaws 

Wolf Qaws 

Tiger Qaws 

Pandora daws 

Aurum Blade 

Beam daws 

Cancer Claws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler daws 

Bear Qaws 

Wolf Claws 

Tiger Claws 

Pandora Claws 

Viridi Claws 

Aquarius Blade 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf daws 

Tiger Qaws 

Pandora Qaws 

Viridi daws 

Beam Claws 

Bullet Blade 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf daws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Claws 

Cancer Qaws 

Samurai Blade 

Raptor Claws 

Hedgehog daws 

Stealth Claws 

Brawler daws 

BearClaws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Viridi daws 

Beam Claws 

Cancer Qaws 

Artillery Claws 

Optical Blade 

Hedgehog Claws 

Stealth daws 

Brawler Claws 

BearClaws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi Claws 

Beam Qaws 

Cancer Claws 

Artillery Qaws 

Raptor Qaws 

Royal Blade 

Stealth daws 

Brawler Claws 

Bear daws 

Wolf daws 

Tiger Claws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer Qaws 

Artillery Qaws 

Raptor Claws 

Hedgehog Claws 

Crusader Blade 

Brawler Claws 

Bear Claws 

Wolf Claws 

Tiger daws 

Pandora daws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Qaws 

Hedgehog Qaws 

Stealth Claws 

Viper Blade 

Bear daws 

Wolf Claws 

Tiger Claws 

Pandora Claws 

Viridi Claws 

Beam daws 

Cancer Claws 

Artillery Qaws 

Raptor daws 

Hedgehog Claws 

Stealth Oaws 

Brawler Claws 

Burst Blade 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor Claws 

Hedgehog daws 

Stealth Claws 

Brawler daws 

BearClaws 

First Blade 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery Claws 

Raptor Qaws 

Hedgehog Qaws 

Stealth Qaws 

Brawler Claws 

BearClaws 

Wolf Claws 


Gaol Blade 

Palutena Blade 

Aurum Blade 

Aquarius Blade 

Bullet Blade 

Samurai Blade 

Optical Blade 

Royal Blade 

Crusader Blade 

Viper Blade 

Burst Blade 

First Blade | 

Gaol Blade 

Pandora Claws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog Claws 

Stealth Qaws 

Brawler Claws 

Bear Qaws 

Wolf Qaws 

Tiger Claws 

Palutena Blade 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog daws 

Stealth Qaws 

Brawler Claws 

BearClaws 

Wolf Qaws 

Tiger Qaws 

Pandora daws 

Aurum Blade 

Beam daws 

Cancer daws 

Artillery daws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler Qaws 

BearClaws 

Wolf Claws 

Tiger Claws 

Pandora Qaws 

Viridi Qaws 

Aquarius Blade 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler Claws 

Bear Qaws 

Wolf Claws 

Tiger Qaws 

Pandora Qaws 

Viridi Claws 

Beam Claws 

Bullet Blade 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth daws 

Brawler daws 

BearClaws 

Wolf Qaws 

Tiger Claws 

Pandora Claws 

Viridi Claws 

Beam Qaws 

Cancer Qaws 

Samurai Blade 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

BearClaws 

Wolf daws 

Tiger Claws 

Pandora Qaws 

Viridi daws 

Beam Claws 

Cancer Claws 

Artillery daws 

Optical Blade 

Hedgehog Claws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf Claws 

Tiger daws 

Pandora daws 

Viridi Claws 

Beam Claws 

Cancer daws 

Artillery Qaws 

Raptor Claws 

Royal Blade 

Stealth daws 

Brawler daws 

BearClaws 

Wolf daws 

Tiger Claws 

Pandora daws 

Viridi Qaws 

Beam daws 

Cancer Qaws 

Artillery daws 

Raptor Claws 

Hedgehog Claws 

Crusader Blade 

Brawler daws 

Bear Claws 

Wolf Claws 

Tiger daws 

Pandora Claws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog Qaws 

Stealth Claws 

Viper Blade 

Bear daws 

Wolf Claws 

Tiger Claws 

Pandora Claws 

Viridi Claws 

Beam daws 

Cancer Claws 

Artillery Qaws 

Raptor Qaws 

Hedgehog Qaws 

Stealth Qaws 

Brawler daws 

Burst Blade 

Wolf daws 

Tiger Claws 

Pandora daws 

Viridi daws 

Beam Claws 

Cancer Claws 

Artillery Qaws 

Raptor Claws 

Hedgehog Claws 

Stealth Claws 

Brawler Qaws 

BearClaws 

First Blade 

Tiger daws 

Pandora daws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor Qaws 

Hedgehog Qaws 

Stealth daws 

Brawler Claws 

Bear Qaws 

Wolf Qaws 
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Club 


Anomalies 


Clubs are generally the most powerful of all weapons. While lacking a continuous fire mode during Land 
Battles, the massive, charges shots from clubs leave a swath of destruction. Under any circumstance, do not 
take a club user lightly. A lucky charged shot from even a low-quality club can be enough to take the majority 
of your health. It’s possible to fuse a club that is strong enough to defeat a player in a single charged attack! 
Unfortunately this power comes with a price: you are very slow while wielding these weapons. 




Weapon Fusion 



Arlon Orbitars 

Centurion Orbitars 

Aurum Orbitars 

Gemini Orbitars 

Boom Orbitars 

Jetstream Orbitars 

Paw Pad Orbitars 

Fairy Orbitars 

Eyetrack Orbitars 

Shock Orbitars 

Guardian Orbitars 

Standard Orbitars 1 

Thanatos Staff 

Magnus Oub 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Oub 

Halo Gub 

Ogre Gub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Gub 

Babel Gub 

Ore Gub 

Dark Pit Staff 

HewdrawGub 

Aurum Gub 

Capricorn Club 

Black Oub 

Halo Gub 

OgreGub 

Earthmaul Club 

Atlas Gub 

Skyscraper Club 

Babel Gub 

Ore Qub 

Magnus Gub 

Laser Staff 

Aurum Qub 

Capricorn Gub 

Black Gub 

Halo Club 

OgreGub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Gub 

Babel Oub 

Ore Club 

Magnus Gub 

HewdrawGub 

Scorpio Staff 

Capricorn Club 

Black Oub 

Halo Gub 

OgreGub 

Earthmaul Gub 

Atlas Club 

Skyscraper Gub 

Babel Club 

Ore Gub 

MagnusGub 

HewdrawGub 

Aurum Gub 

Somewhat Staff 

Black Club 

Halo Oub 

OgreClub 

Earthmaul Club 

Atlas Gub 

Skyscraper Club 

Babel Oub 

Ore Oub 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Club 

Flintlock Staff 

Halo Qub 

OgreGub 

Earthmaul Club 

Atlas Club 

Skyscraper Gub 

Babel Gub 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Gub 

Black Oub 

Lancer Staff 

OgreGub 

Earthmaul Club 

Atlas Gub 

Skyscraper Club 

Babel Gub 

Ore Gub 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Oub 

Halo Qub 

Ancient Staff 

Earthmaul Gub 

Atlas Qub 

Skyscraper Gub 

Babel Gub 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Gub 

Black Oub 

Halo Gub 

Ogre Gub 

Knuckle Staff 

Atlas Club 

Skyscraper Gub 

Babel Club 

Ore Gub 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Gub 

Halo Oub 

OgreGub 

Earthmaul Gub 

Rose Staff 

Skyscraper Gub 

Babel Oub 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Club 

Samurai Blade 

OgreGub 

Earthmaul Gub 

Atlas Gub 

Orb Staff 

Babel Qub 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Qub 

Black Gub 

Halo Gub 

OgreClub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Gub 

Insight Staff 

Ore Club 

Magnus Club 

HewdrawGub 

Aurum Qub 

Capricorn Gub 

Black Gub 

Halo Gub 

OgreGub 

Earthmaul Club 

Atlas Gub 

Skyscraper Club 

Babel Gub 


Great Reaper Palm 

VrridiPalm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm | 


Magnus Gub 

HewdrawGub 

Aurum Gub 

Capricorn Club 

Black Oub 

Halo Oub 

OgreGub 

Earthmaul Gub 

Atlas Club 

Skyscraper Oub 

Babel Oub 

Ore Club 


HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Gub 

Halo Gub 

OgreClub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Club 

Babel Gub 

Ore Gub 

Magnus Gub 


Aurum Gub 

Capricorn Gub 

Black Oub 

Halo Oub 

OgreGub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Oub 

Babel Oub 

Ore Gub 

Magnus Gub 

HewdrawGub 


Capricorn Club 

Black Oub 

Halo Gub 

OgreGub 

Earthmaul Club 

Atlas Club 

Skyscraper Gub 

Babel Club 

Ore Club 

Magnus Gub 

HewdrawGub 

Aurum Gub 


Black Gub 

Halo Oub 

OgreClub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Gub 

Babel Oub 

Ore Gub 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 


Halo Oub 

OgreGub 

Earthmaul Club 

Atlas Gub 

Skyscraper Qub 

Babel Oub 

Ore Gub 

_ 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Gub 

Black Oub 

mm 

OgreGub 

Earthmaul Gub 

Atlas Gub 

Skyscraper Gub 

Babel Oub 

Ore Gub 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Oub 

Halo Gub 


Earthmaul Qub 

Atlas Gub 

Skyscraper Gub 

Babel Oub 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Club 

Capricorn Gub 

Black Gub 

Halo Oub 

OgreGub 


Atlas Gub 

Skyscraper Club 

Babel Club 

Ore Gub 

Magnus Gub 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Oub 

Halo Oub 

Ogre Oub 

Earthmaul Club 


Skyscraper Gub 

Babel Oub 

Ore Club 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Gub 

Halo Club 

OgreGub 

Earthmaul Gub 

Atlas Gub 

Sitae* 

Babel Gub 

Ore Gub 

Magnus Qub 

HewdrawGub 

Aurum Gub 

Capricorn Club 

Black Oub 

Halo Oub 

Ogre Gub 

Earthmaul Gub 

Atlas Club 

Skyscraper Gub 


Ore Club 

Magnus Club 

HewdrawGub 

Aurum Gub 

Capricorn Gub 

Black Club 

Halo Gub 

OgreGub 

Earthmaul Club 

Atlas Gub 

Skyscraper Club 

Babel Gub 
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WEAPONS 
& POWERS 


Weapon Fusion 


1 


Paluteiu8ow 

AunmBw 

Sagittarius Bow 

HawteyeBow 

Angel Bow 

Crystal Bow 

Darkness Bow 


Meteor Bow 



Pandora daws 

Magnus dub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Viridi Claws 

Hewdrawdub 

Aurum Qub 

Capricorn Club 

Black Qub 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Oub 

Ore Club 

Magnus Club 

Beam Claws 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

Ore Qub 

Magnus Club 

Hewdraw Club 

Cancer daws 

Capricorn Qub 

Black Qub 

Halo Oub 

Ogre Qub 

Earthmaul Oub 

Atlas Club 

Skyscraper Qub 

Babel Qub 

Ore Club 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Artillery daws 

Black Oub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Magnus Club 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Raptor Claws 

Halo dub 

Ogre Oub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Magnus Gub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Club 

Hedgehog Claws 

Ogre Oub 

Earthmaul Club 

Atlas Qub 

Skyscraper Club 

Babel Oub 

OreOub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Qub 

Stealth daws 

Earthmaul Oub 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

Ore Club 

Magnus Qub 

Hewdrawdub 

Aurum Qub 

Capricorn Club 

Black Qub 

Halo Qub 

Ogre Qub 

Brawler daws 

Atlas Oub 

Skyscraper Club 

Babel Qub 

Ore Oub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Bear daws 

Skyscraper Oub 

Babel Qub 

Ore Qub 

Magnus Qub 

Hewdraw Club 

Aurum Qub 

Capricorn Qub 

Black Qub 

Halo Oub 

Ogre Qub 

Earthmaul Club 

Atlas Qub 

Wolf Claws 

Babel dub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Oub 

Halo Club 

Ogre Oub 

Earthmaul Qub 

Atlas Oub 

Skyscraper Qub 

Tiger Claws 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Qub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Oub 

Babel Qub 


Pandora daws 

Viridi Claws 

Beam daws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog Claws 

Stealth Qaws 

Brawler Qaws 

Bear Qaws 

Wolf Qaws 

Tiger Qaws | 

Pandora daws 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Oub 

Ogre Oub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Viridi Claws 

Hewdrawdub 

Aurum Qub 

Capricorn Club 

Black Qub 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Qub 

Ore Qub 

Magnus Qub 

Beam Claws 

Aurum Club 

Capricorn Oub 

Black Qub 

Halo Club 

Ogre Qub 

Earthmaul Club 

Atlas Qub 

Skyscraper Club 

Babel Qub 

Ore Qub 

Magnus Club 

Hewdrawdub 

Cancer daws 

Capricorn Qub 

Black Club 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Afes Qub 

Skyscraper Qub 

Babel Qub 

Ore Club 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Artillery daws 

Black Club 

Halo Club 

Ogre Qub 

Earthmaul Club 

Atlas Qub 

Skyscraper Oub 

Babel Club 

Ore Qub 

Magnus Club 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Raptor daws 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Club 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Club 

Black Oub 

Hedgehog Claws 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Club 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Oub 

Stealth daws 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Club 

Halo Qub 

Ogre Qub 

Brawler daws 

Atlas Club 

Skyscraper Club 

Babel Club 

Ore Club 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Bear daws 

Skyscraper Qub 

Babel Qub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Qub 

Ogre Oub 

Earthmaul Club 

Atlas Club 

Wolf daws 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Atlas Oub 

Skyscraper Qub 

Tiger daws 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Qub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Qub 


Pandora daws 

Viridi daws 

Beam daws 

Cancer daws 

Artillery daws 

Raptor daws 

Hedgehog Claws 

Stealth Qaws 

Brawler Qaws 

Bear Claws 

Wolf Claws 

Tiger daws | 

Gaol Blade 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Oub 

Halo Qub 

Ogre Club 

Earthmaul Club 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

OreOub 

Palutena Blade 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Qub 

Ore Club 

Magnus Qub 

Aurum Blade 

Aurum Qub 

Capricorn Oub 

Black Gub 

Halo Oub 

Ogre Qub 

Earthmaul Club 

Atlas Qub 

Skyscraper Club 

Babel Club 

Ore Qub 

Magnus Qub 

Hewdrawdub 

Aquarius Blade 

Capricorn Qub 

Black Oub 

Halo Oub 

Ogre Oub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Oub 

Aurum Qub 

Bullet Blade 

Black Club 

Halo Qub 

Ogre Club 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

Ore Club 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Samurai Blade 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Oub 

Skyscraper Qub 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Club 

Optical Blade 

Ogre Oub 

Earthmaul Club 

Atlas Club 

Skyscraper Club 

Babel Oub 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Oub 

Halo Qub 

Royal Blade 

Earthmaul Qub 

Atlas Qub 

Skyscraper Qub 

Babel Qub 

Ore Qub 

Magnus Club 

Hewdraw Qub 

Aurum Qub 

Capricorn Club 

Black Qub 

Halo Oub 

Ogre Qub 

Crusader Blade 

Atlas Club 

Skyscraper Club 

Babel Qub 

i 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Viper Blade 

Skyscraper Club 

Babel Qub 

Ore Qub 

Magnus Qub 

Hewdrawdub 

Aurum Qub 

Capricorn Qub 

Black Oub 

Halo Oub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Burst Blade 

Babel Oub 

Ore Club 

Magnus Qub 

Hewdraw Qub 

Aurum Club 

Capricorn Qub 

Black Qub 

Halo Club 

Ogre Qub 

Earthmaul Qub 

Atlas Qub 

Skyscraper Club 

First Blade 

Ore Qub 

Magnus Qub 

Hewdraw Qub 

Aurum Qub 

Capricorn Qub 

Black Qub 

Halo Qub 

Ogre Qub 

Earthmaul Qub 

Atlas Club 

Skyscraper Qub 

Babel Qub 
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Arm 


Anomalies 


Exhibiting immense melee power in dose-quarters combat, arms are best use< 
thus minimizing the weapons’ biggest weakness: they have the shortest range 
Arms can be absolutely brutal in melee combat. Their melee dash attack blasts 
the air, which is a useful move to have during a Light vs. Dark match. 

* w 7 

pm 

& i 


Weapon Fusion 



Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Great Reaper Palm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Viridi Palm 












KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 














Aurum Palm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Virgo Palm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Ninja Palm 

End-AHArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

(impact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

Pudgy Palm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Cutter Palm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Cursed Palm 












Drill Arm 

Volcano Arm 

EedroshockArm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 













Drill Arm 

Midnight Palm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AH Arm 

Bowl Arm 

Bomber Arm 

Needle Palm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

■ 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Burning Palm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Violet Palm 

Crusher Arm 

Phoenix Arm 

Kraken Arm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 


Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 

Pandora daws 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 























Compact Arm 

Crusher Arm 

Phoenix Arm 

Viridi Claws 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Beam Claws 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 











Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Artillery Claws 













End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

(impact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

Raptor Claws 












Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Hedgehog daws 













Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AHArm 

Bowl Arm 

Stealth Claws 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Rail Cannon 

Brawler daws 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Arm 

Bomber Arm 

DriHArm 

Bear daws 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bed Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Wolf daws 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 






_ 














Tiger daws 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AIIArm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 














i close to opponents, 
of any weapon category. 
; victims straight up into 


Rail Cannon 




Palutena Blade 
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WEAPONS 
& POWERS 


Weapon Fusion 



Great Reaper Palm 

Viridi Palm 

Aurum Palm 

Virgo Palm 

Ninja Palm 

Pudgy Palm 

Cutter Palm 

Cursed Palm 

Midnight Palm 

Needle Palm 

Burning Palm 

Violet Palm 



KrakenArm 

Upperdash Arm 

Taurus Am 

End-AI Arm 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Am 

CrushaAm 









Palutena Blade 

KrakenArm 

Upperdash Am 

Taurus Am 

End-AI Am 

Bowl Am 

Bomber Arm 

Mil Am 

Volcano Am 

Electroshock Arm 

Compact Am 

GushaArm 

Phoenix Arm 

Aurum Blade 

Upperdash Arm 

Taurus Arm 

End-AI Arm 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Am 

Gusher Am 

Phoenix Arm 

KrakenAm 


















Volcano Arm 

Electroshock Arm 



Phoenix Am 

KrakenArm 

Upperdash Am 

Aquarius Blade 

Taurus Arm 

End-AI Arm 

Bowl Am 

Bomber Arm 

Ml Am 

Compact Arm 

Gusher Arm 

Bullet Blade 

End-All Arm 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Arm 

Crusher Arm 

Phoenix Arm 

Krakau Arm 

Upperdash Arm 

Taurus Am 

Samurai Blade 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Am 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Am 

Optical Blade 

Bomber Arm 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Am 

Crusher Am 

Phoenix Am 

KrakenAm 

Upperdash Arm 

Taurus Am 

End-AI Am 

Bowl Arm 

Royal Blade 

Ml Arm 

Volcano Arm 

Electroshock Arm 

(impact Am 

Crusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Am 

Taurus Arm 

End-AIArm 

Bowl Am 

Bomber Am 

Crusader Blade 

Volcano Arm 

Electroshock Arm 

Compact Am 

Crusher Am 

Phoenix Arm 

KrakenAm 

Upperdash Am 

Taurus Am 

End-AI Am 

Bowl Arm 

Bomba Am 

Drill Arm 













Electroshock Arm 

Compact Arm 

Crusher Am 










Viper RlaHp 

Phoenix Arm 

Kraken Arm 

Upperdash Am 

Taurus Arm 

End-All Am 

Bowl Am 

Bomber Arm 

Drill Am 

Volcano Am 

Burst Blade 











Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Arm 

End-AI Am 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Am 

Electroshock Am 

Rrst Blade 

Crusher Arm 

Phoenix Arm 

KrakenAm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Bowl Arm 

Bomber Arm 

Ml Am 

Volcano Am 

Electroshock Arm 

Compact Am 



Palutena Bow 

Aurum Bow 

Sagittarius Bow 

Hawkeyeto. 

AngelBo» 





E9 

— 

Thanatos Staff 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Am 

End-AI Am 

Bowl Arm 

Bomber Arm 

Drill Am 

Volcano Arm 

Electroshock Am 

Compact Am 

Crusher Am 

Dark Pit Staff 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-All Arm 

Bowl Am 

Bomber Am 

Mil Am 

Volcano Am 

Electroshock Arm 

Compact Arm 

CrushaAm 

Palutena Blade 

Laser Staff 

Upperdash Arm 

Taurus Arm 

End-AI Am 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Arm 

Electroshock Am 

Compact Arm 

CrushaAm 

Phoenix Arm 

KrakenArm 

Scorpio Staff 

Taurus Arm 

End-AI Arm 

Bowl Am 

Bomber Am 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

UppadashArm 

Somewhat Staff 

End-All Arm 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Am 

Compact Am 

Crusher Am 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Am 

Flintlock Staff 

Bowl Arm 

Bomber Arm 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Gusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Lancer Staff 

Bomber Arm 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Am 

Crusher Am 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Am 

End-AI Arm 

Bowl Arm 

Ancient Staff 

Ml Arm 

Volcano Arm 

Electroshock Arm 

Compact Am 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Am 

Taurus Am 

End-AI Am 

Bowl Am 

Bomber Arm 

Knuckle Staff 

Volcano Arm 

Electroshock Am 

Compact Arm 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Bowl Arm 

Bomba Arm 

Drill Arm 


Electroshock Arm 

Compact Arm 











Rose Staff 

Crusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AI Arm 

Bowl Am 

Bomber Arm 

Mil Arm 

volcano Arm 

Orb Staff 

Compact Arm 

Crusher Am 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Am 

End-AI Arm 

Bowl Am 

Bomber Am 

Drill Am 

Volcano Arm 

Electroshock Am 





Upperdash Arm 

Taurus Am 

End-All Arm 

Bowl Am 

Bomber Arm 

Mil Am 

Volcano Am 

Electroshock Arm 

Compact Arm 














Pandora daws 

Viridi daws 

Beam Claws 

Cancer daws 

Artillery Claws 

Raptor daws 

Hedgehog daws 

Stealth daws 

Brawler daws 

Bear daws 

Wolf daws 

Tiger daws 

Thanatos Staff 

Phoenix Arm 

KrakenArm 

Upperdash Arm 

Taurus Arm 

End-AI Am 

Bowl Arm 

Bomber Am 

Drill Am 

Volcano Am 

Electroshock Am 

Compact Am 

Gusher Am 

Dark Pit Staff 













KrakenArm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Bowl Arm 

Bomber Am 

Mil Arm 

Volcano Arm 

Electroshock Am 

Compact Arm 

GushaArm 

Phoenix Arm 

Laser Staff 

Upperdash Arm 

Taurus Am 

End-AI Am 

Bowl Arm 

Bomber Am 

Drill Arm 

Volcano Arm 

Electroshock Am 

Compact Arm 

CrushaAm 

Phoenix Arm 

KrakenAm 

Scorpio Staff 

Taurus Arm 

End-All Am 

Bowl Am 

Bomber Arm 

Mil Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Gusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Am 

Somewhat Staff 

End-All Arm 

Bowl Am 

Bomber Am 

Drill Am 

Volcano Am 

Electroshock Am 

Compact Arm 

Crusher Am 

Phoenix Am 

KrakenAm 

Upperdash Am 

Taurus Am 

Flintlock Staff 












Bowl Arm 

Bomber Arm 

Ml Am 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Gusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Am 

Taurus Am 

End-AI Arm 

Lancer Staff 













Bomber Arm 

Drill Arm 

Volcano Am 

Electroshock Am 

Compact Am 

Ousher Am 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Am 

End-AI Arm 

Bowl Arm 

Ancient Staff 

Drill Arm 

Volcano Arm 

Electroshock Arm 

Compact Arm 

Crusher Arm 

Phoenix Am 

KrakenArm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Bowl Am 

Bomber Arm 

Knuckle Staff 

Volcano Arm 

Electroshock Arm 

Compact Am 

Crusher Arm 

Phoenix Arm 

KrakenArm 

Upperdash Am 

Taurus Am 

End-AI Arm 

Bowl Arm 

Bomba Arm 

Drill Arm 

Rose Staff 

Electroshock Am 

Compact Arm 

Cosher Arm 

Phoenix Am 

KrakenArm 

Upperdash Am 

Taurus Arm 

End-AI Am 

Bowl Am 

Bomber Arm 

Mil Am 

Volcano Arm 

Orb Staff 

Compact Arm 

Crusher Am 

Phoenix Arm 

KrakenAm 

Upperdash Arm 

Taurus Arm 

End-AI Am 

Bowl Am 

Bomba Am 

Drill Arm 

Volcano Am 

Electroshock Am 

Insight Staff 

Crusher Arm 

Phoenix Arm 

KrakenAm 

Upperdash Am 

Taurus Arm 

End-AI Arm 

Bowl Am 

Bomber Arm 

Mil Am 

Volcano Am 

Electroshock Arm 

Compact Arm 
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Powers 


mem 


In addition to your chosen weapon, in single- and multiplayer you have the ability to use a set of Powers 
to help with your battles. These abilities are earned in similar fashion to weapons. However, equipping 
them for use is a bit more complex. You pick Powers and place them on a six-by-six grid. Each Power has 
its own unique shape that changes based on what level the Power is. The shapes can be rotated, so it is 
possible for players to select numerous Powers of low levels and piece them together to fill up the entire 
grid. 

Powers have a variety of functions. Some act as emergency healing. Others provide a powerful offensive 
or defensive capability. Others act as status enhancements. In total, there are 59 Powers to choose from. 
Most are available in all game modes. However, some are exclusive to either single- or multiplayer. 


C7Til - 

It’s tempting to load out a massive arsenal 
of Powers. However, it might be best if 
you select a strong, but small number of 
Powers in order to make managing them in 
combat easier. Given how fast-paced Land 
Battles are, you may 
not have enough time to scroll 
through an extensive list of Powers. 


k 


General Powers List 


1 Power 

Effect 

Sky Jump 

Jump high into the air from where you’re standing. 

Jump Glide 

Jump high into the air, then perform a glide. 

Rocket Jump 

Launch yourself upward with the force of a rocket. 

Angelic Missile 

Transform into a missile that shoots in the direction you’re facing. 

Super Speed 

Run extremely fast and knock weakened foes into the air when you bump into them. 

Mega Laser 

Fire a massive laser. 

Explosive Flame 

Set off a massive explosion. 

Meteor Shower 

Release a deluge of shooting stars. 

Land Mine 

Plant an invisible bomb on the ground. 

Reflect Barrier 

Create a barrier that reflects shots. 

Heavenly Light 

Unleash a light that hurts approaching enemies. 

Autoreticle 

Target enemies automatically when attacking. 

Quick Charge 

Charge up shots immediately. 

Homing Boost 

Improve the homing ability of shots. x 

Slip Shot 

Fire shots that pass through walls. 

Invisible Shots 

Make shots you fire invisible. 

Random Effect 

Adds a random effect to attacks, such as poison, paralysis, shaking, freezing, etc. 

Poison Attack 

Poison foes with attacks. 

Paralyze Attack 

Attack inflicts paralysis on a foe, which can stop its movement and make dodging harder. 

Petrify Attack 

Attacks inflict petrification on a foe, which makes it unable to move. 

Confuse Attack 

Attacks inflict a confused status on a foe, which makes it move and shoot unpredictably. 

Burn Attack 

Attacks inflict a burned status on a foe, which causes ongoing damage faster than poison. 

Freeze Attack 

Attacks inflict a frozen status on a foe, which makes it unable to move. 

Energy Charge 

Build up energy and increase the power of your attacks. Taking damage nullifies this effect. 

Libra Sponge 

Use attacks received to increase the strength of your own attacks. 

Super Armor 

Increase defensive strength and prevent getting knocked back when receiving damage. 

Brief Invincibility 

Completely protect yourself from enemy attacks. 

Tirelessness 

Run continuously without tiring. 

Lightweight 

Increase movement speed and prevent tiring out in exchange for taking more damage when hit. 

Trade-off 

Use nearly all health to increase all attributes. The duration depends on how much health you have. 

Aires Armor 

Reduced damage received, and prevent status effects and getting knocked back. 

Bumblebee 

Dodge all attacks by vanishing and circling around the enemy in an instant. 

Counter 

Avoid getting knocked back and automatically counterattack when hit by enemy attacks. 

Transparency 

Turn transparent, making you invisible to enemies. 

Playing Dead 

Fool enemies into thinking you’re finished, then turn invisible, making attacks pass through you. 

Health Recovery 

Recover a little health. 

Effect Recovery 

Dispel effects like poison or paralysis. 

Pisces Heal 

Heal by taking attacks that would normally finish you. 

Throwing Boost 

Increase the homing ability and distance of thrown items. 

Double Item 

Double the effects of items acquired. 

Fortune’s Jukebox 

Change the game music randomly. 

Celestial Firework 

Celebrate Lady Palutena by launching a firework into the air. 

Random 

Activate a random power. You won’t know which one it will be until you use it. 
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WEAPONS 
& POWERS 


Solo Mode Only Powers 


1 Power 

Effect 

Idol Transformation 

Turn enemies with low health into Idols. (Intensity 2.0 or higher.) 

Weak-Point Reticle 

Target enemies’ weak points automatically when attacking. 

Heart Booster 

Increase the number of hearts received when you defeat enemies. 

Instant Death Attack 

Attacks have a chance of killing a foe instantly. 

Crisis Recovery 

Recover instantly from Crisis mode. 


Together Mode Only Powers 


Power 


Warp 


Warp from your current position. 


Black Hole 

Create a black hole that pulls enemies toward it. 

Shake Attack 

Attacks inflict a shaking status on a foe, so it has a harder time aiming. 

Eggplant Attack 

Attacks inflict an eggplant status on a foe, which makes it unable to attack. 

Tempura Attack 

Attacks inflict a tempura status on a foe, which makes it unable to attack. 

Power Thief 

Use melee attacks to steal a power your opponent has equipped. 

Darkness 

Turn foes blind. 

Interference 

Plant a beacon that disrupts enemies’ ability to trigger powers and see your stats. 

Virus 

Weaken and paralyze nearby foes. 

Spite 

Convert all remaining health into a powerful explosion. 

Item Vacuum 

Draws items toward you. 














































Kid Icarus: Uprising Idols 



Our hero and the captain of Palutena’s personal guard. Pit is a powerful warrior despite his youthful appearance. Wielding many new weapons and gifts from Palutena, Pit is no longer limited to the bow of his past adventures. 

POWER OF FLIGHT 

Palutena's divine power keeping Pit aloft during his air battles. Because Pit can’t actually fly, Palutena controls the flight path and destination, ensuring he lands before the power’s roughly five-minute time limit expires and Pit falls. 

PALUTENA 

The goddess of light and ruler of Skyworld. Palutena guides Pit through most of his journey, using her powers to help him protect the humans of the surface world from her archnemesis, Medusa, goddess of the Underworld. 

LIGHT FIGHTER 

Warriors fighting for the Light Team in the sport of the gods, Light vs. Dark. Light Fighters are dad in shining white armor, a sign of their elite status. Yet despite being on the Light Team, Light Fighters aren’t always the nicest guys. 

DARK FIGHTER 

Warriors fighting for the Dark Team in the sport of the gods, Light vs. Dark. Dark Fighters wear dark-colored armor that is both light and strong. While fierce in battle, Dark Fighters are pretty sweet dudes to hang out with. 

FIGHTER 

Warriors who compete in the divine sports of Skyworld. They fight for no side but their own. and though not as formidable as Pit they have skills that make them fierce in the field. 

MEDUSA, QUEEN OF THE 
UNDERWORLD 

The one-time Queen of the Underworld, exiled by Palutena long ago. Twenty-five years ago, Pit defeated her once and for alL.or so it seemed. Now resurrected and thirsty for revenge, Medusa leads an army far more powerful than before. 

MAGNUS 

The mightiest human swordsman of all time. With his massive blade and experience as a mercenary, Magnus is a powerful ally against the Underworld. But this hard exterior masks what seems to be the tragic loss of a child. 

GAOL 

Brave Gaol had once been a spy for the surface world, tasked with assessing the strength of the Underworld Army. Sadly, she was captured and forced to don the cursed armor of a dark lord, making her little more than a slave to evil. 

DARK PIT 

A flawed clone of Pit created by the Mirror of Truth. He has most of Pit’s strengths, and he can even fly with Pandora's powers. While he sees Pit as a rival, the two share a strange, inherent connection. 

POSEIDON 

The god of the sea. A silent observer of the invasions of the surface world, Poseidon grows annoyed with the Underworld’s antics and grants a request to aid Palutena by opening the way to Thanatos’s Seafloor Palace. 

HADES 

The true master of the Underworld. He is immeasurably strong—even among the divine pantheon—but prefers to rule from the shadows, forcing Medusa to do his dirty work. Yet even with all this evil, Hades still manages to act nonchalant. 

VIRIDI 

The goddess of nature. Viridi wants to exterminate the humans on the surface world, believing they have corrupted the natural order Yet she also opposes the destruction and blind harvesting of souls committed by the Underworld Army. 

PYRRHON 

The self-proclaimed "Sun God” who is investigating—and entranced by—the wondrous and alien Aurum. Pyrrhon’s massive ego seems inversely proportional to his intelligence, making his boasts of divine lineage a bit hard to swallow. 

GIRL 

A young girl who lives in a dty under attack by Palutena's army. She inadvertently helps Pit when she puts on the Ring of Chaos—an act that helps Pit rediscover his real body and bring salvation to the city. 

DOG 

A stray dog roaming the city Clever and affectionate, the dog had many human friends, each one giving him a different name. The Ring of Chaos passes from a girl to the dog before finally ending up in Magnus’s hands. 

CHAOS KIN AND PALUTENA 

The Chaos Kin binds Palutena to its will, manipulating her form like a foul puppet. By doing so, the Chaos Kin simultaneously shields itself and forces Pit to attack the very goddess he serves. 

CHAOS KIN (ASH) 

The Chaos Kin’s unfathomable magic allows it to survive even being burned to ash. In this state, only possessing Dark Pit could restore it to its full power But Pit’s selfless rescue banishes the evil creature into the Chaos Vortex. 

DYNTOS 

The god and keeper of the forge. He is the creator of not only the Three Sacred Treasures but all sacred armaments. Cunning and highly creative, Dyntos is said to be one of the few real forces in the divine pantheon. 

MEDUSA VS. HADES 

Spoiler alert Medusa saves the day I Medusa’s surviving spirit stops Hades before he can deliver the finishing blow to Pit In her weakened state, she can't hold him off forever, but the goddess gets an A for vindictive tenacity. 

TWINBELLOWSTHE 

FEROCIOUS 

A two-headed dog (hence the name) that guards the Underworld. Medusa unleashes Twinbellows during an assault on a human dty, using magic to supersize the bicephalous puppy But, for Pit the louder they bark, the harder they fall. 

DARK LORD GAOL 

A general of the Underworld Army who leads thousands of infernal troops on a violent crusade against the surface world. Gaol’s armor emits cursed magical energy that gives the dark lord the ability to float in midair and fire magic missiles. 

THREE-HEADED HEWDRAW 

An enormous three-headed flying dragon. Each of Hewdraw’s heads has its own personality, causing them to constantly bicker and argue. Lucky for them, the heads can survive if ever separated from their body. 

HEWDRAW HEAD 

After being severed from their shared body, Hewdraw’s heads are free to go their own ways. One is dumber than the others, and Palutena is able to lure it with her pheromones, giving Pit a chance to slay it once and for all. 

HEWDRAW REBORN 

Hewdraw’s incredible regenerative ability allows its final head to regrow a new torso mere minutes after its decapitation. After resting by a lake to regain its strength, the beast later waits to take its revenge on Pit. 

GREAT REAPER 

An elder Reaper who has grown enormous feasting on the souls in the Reaper fortress. Despite his mighty stature, the Great Reaper will sometimes use magic to shrink himself and enjoy a relaxing stroll through his execrable death castle. 

GODDESS OF CALAMITY, 
PANDORA 

As the goddess of disaster and calamity, Pandora builds the Labyrinth of Deceit, where she’s thought to be using the Mirror of Truth to create Underworld troops. Though she sounds jaded, it’s just an act, for she delights in trickery 

GOD OF DEATH, THANATOS 

The god of death. Bored with his 9-to-5 guiding the souls of the living to their final resting place, Thanatos turns his work over to the Reapers and leisurely passes his days in a palace deep beneath the ocean. 

THANATOS (TRANSFORMA¬ 
TIONS!) 

A talented shape-shifter; Thanatos takes various forms to fight As a sword, the god of death is quick to stab, creating openings with his many points. When he transforms into a foot, a crushing stomp is sure to follow. 

THANATOS (TRANSFORMA¬ 
TIONS 2) 

Thanatos’s alternate forms give him dozens of unique attacks. Whether an urn, a bat or a nesting doll, Thanatos’s wild transformations are only to be underestimated by fools with a death wish. 

GALACTIC FIEND KRAKEN 

A hulking leviathan making its home in the Galactic Sea. People, monsters, and even starships are no match for the Kraken's gaping maw. The scent of Pit’s battle with the Space Pirates piques the monster’s hunger; endangering everyone. 

UNDERWORLD 

GATEKEEPER 

A magical construct designed to defend the Underworld Castle. While the guardian has powerful defenses. Dark Pit easily brings the colossus down by delivering a kick to the concentration of artificial nerve endings on its side. 

MEDUSA (BATTLE) 

The only comfort throughout Medusa's quarter century in exile was the thought of bloody retribution against Pit and Palutena. Now, faang the angel after all these years, Medusa’s wrath is only matched by her fervor for revenge. 

MEDUSA (MONSTER) 

Long ago, Palutena cursed Medusa with this hideous form. Unable to face the monstrosity she had become, Medusa used her magic to maintain a mask of beauty— a facade that falls when she’s forced to put all her strength into defeating 

Pit. 

THE IMMORTAL PHOENIX 

A fiery bird born of magma that roosts within a volcano. The Phoenix vigilantly guards the Wish Seed, an object said to grant its owner's any desire. Only when the Phoenix falls can the Wish Seed be taken. 

CRAGALANCHE 

A commanding officer in the Forces of Nature. Once a mere boulder with a soul, Cragalanche spent years developing a will of his own. Fiercely loyal to Viridi, he strikes at the front lines of battle like a meteor 

RESET BOMB 

Bombs used by Viridi to restore the natural order The explosion of a Reset Bomb triggers a flood of brambles that in turn become a potent fertilizer. The land around the impact soon becomes dense jungle, uninhabitable by humans. 
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EXTRAS 


Kid Icarus: Uprising Idols (continued) 


1 Name 

Description 

RESET BOMB POD 

The pod powering the Reset Bomb Depot It creates the vast amount of energy needed to manufacture Reset Bombs and keep the armory operational. This makes the pod Pit’s central target in the facility’s destruction. 

FORCES OF NATURE GUARD 

Robots created to shield the Reset Bomb Pod from harm. They draw the energy for their attacks directly from the device they defend. Ironically, it’s when Pit knocks the guards into the trenches that leads to the pod’s destruction. 

LUNAR SANCTUM CONTROL 
CENTER 

One of the cores required to control the Lunar Sanctum. Destroying it would disable the sanctum’s camouflage and other defenses. To prevent this, Arlon the Serene tricks Dark Pit into defending the core. 

ARLON 

Master of the Lunar Sanctum and a commanding officer of the Forces of Nature. Arlon styles himself as a reticent butler, discreetly working from the shadows to serve his goddess, Viridi. 

PHOSPHORA 

A beautiful and powerful electricity- based warrior in the Forces of Nature. While victorious in her battle with Thanatos. the wounds Phosphora receives make her weak in the fight with Pit that follows. 

AURUM CORE 

An artifact that controls one of the many floating islands in the Aurum. While destroying an Aurum Core will take down a group of islands, the sheer number of them makes targeting these weak points unlikely to affect the Aurum offensive. 

AURUM GENERATOR 

The fearsome energy source of the Aurum Hive. This reactor is capable of outputting power for nearly an eternity. It’s so well secured that no intruder ever reached it. until Pit’s assault on the Aurum. 

AURUM BRAIN 

The central cortex controlling the entire Aurum legion. The Aurum Brain has no will of its own. only living to give an endless stream of orders to the forces acting as its swords and shields in the fight to protect the Aurum. 

AURUM PYRRHON 

After Pyrrhon tries to take over the Aurum Brain and control its vast army, the Aurum Brain wins the battle of minds and absorbs him, destroying his free will and using him as another weapon in its arsenal. 

PIT’S BODY 

The Chaos Kin takes advantage of Pit’s weakened state after his battle with the Aurum to seal his soul in a ring. Without a spirit to guide it Pit’s body is at the whim of the Chaos Kin. mindlessly rampaging for three years. 

CHARIOT MASTER 

Master of the Lightning Chariot Long ago, he fought in wars of the gods. His body may be ruined, but by walking the soldier’s path in death, the master’s soul still burns. He fights Pit to determine if the angel is worthy of the chariot 

CHAOS KIN 

An evil being whose strange power may even surpass that of the gods. It is mindless, only possessing the desire to cause disorder and disaster Long sealed in the Lunar Sanctum, the Chaos Kin is suddenly free to spread anarchy. 

SOUL-EATING MONSTER 

A monster that has long lurked in the Gty of Souls. Its diet consists of souls, which it swallows like a whale feeding on plankton. Yet with its sawlike teeth, the Soul-Eating Monster can chew through more-substantial meals as well. 

AMAZON PANDORA 

Pandora’s original form. Beautiful yet mighty, she was one of the best warriors in the Underworld. Yet a blunder cost the goddess her body, forcing Pandora to take the form of a pure manifestation of her will. 

HADES’S HEART 

At least this is as dose to a "heart” as someone like Hades could have, dearly not made to pump blood, Hades’s Heart moves and acts like it has a mind of its own, wildly running around its enemies and setting traps as it goes. 

PSEUDO-PALUTENA 

A twisted version of Palutena created by Dyntos as a joke. During the appearance of Pseudo-Palutena, Dyntos put the real goddess to sleep miles away. This amazing feat is evidence that Dyntos's power exceeds even that of Hades. 

HADES (BATTLE) 

Hades, prepared for the final battle. Covered with missiles, his body is quite literally a weapon of mass destruction. Only Hades’s selfish protection of the Underworld’s bottom line keeps him from going all out on Pit 

HADES (NEW LEGS) 

After being cut in half by the Great Sacred Treasure, Hades heads to the surface world to regenerate his legs. Because this trick uses an immense number of souls, the usually invincible Hades suffers damage in the process. 

HADES (FINAL) 

Mere moments after having his head crushed by Medusa, Hades returns with a new, fresh complexion. While he attacks Pit with a renewed ferocity, it still isn’t enough to withstand the assault of the Great Sacred Treasure. 

FIRST BLADE 

Entrusted to Fit this blade is just one of a new breed of armaments that combine dose-quarters combat with ranged proficiency. The First Blade is well balanced in usability and strength, making it the perfect beginner’s weapon. 

BURST BLADE 

While the Burst Blade has lower attack power and has the shortest range of any blade, it also fires multiple bullets at once, giving it a wide attack. Its ranged attacks have a strong potential of nullifying incoming fire. 

VIPER BLADE 

A blade said to have been forged from the scales of a thousand venomous serpents. It’s one of the few weapons that inflicts poison damage. Users of this blade should soothe its dark, nightly ladings with gentle caresses. 

CRUSADER BLADE 

The horizontal stock crossing the barrel is packed with a substance that generates this weapon’s wide-ranged shots. These shots have the strong potential for nullifying enemy fire, and the weapon’s weight maxes its melee attacks powerful. 

ROYAL BLADE 

Once the heirloom of a royal house, this blade has since been worn by time and neglect. Its most powerful shots are those used during a backward dash, making the Royal Blade perfect for a hit-and-run strategy. 

OPTICAL BLADE 

Despite its lightness, the extreme heat this glow-in-the-dark blade generates has the ability to cut even through steel. It also has the longest range of any blade and has charged shots that grow in power slightly at long distances. 

SAMURAI BLADE 

The Samurai Blade is a powerful copy of a legendary sword whose curved blade was devastating in close combat While this blade improves quickness, it has weaker ranged shots and takes time to charge. 

BULLET BLADE 

This old-school weapon uses magic to fire a hail of explosive steel bullets. The Bullet Blade doesn’t have much in the way of homing ability or melee attacks, but its shots are just as strong over long distances as up dose. 

AQUARIUS BLADE 

The Zodiac weapon bearing the sign of Aquarius. It uses extreme pressure to change water into an impossibly sharp edge. Its charged shot pushes enemies back as it damages them, and its melee attack can freeze foes. 

AURUM BLADE 

The Aurum mimic every aspect of the worlds they conquer, from aeatures to vehicles to weapons. Dyntos crafted the Aurum Blade by reversing this process. It charges quickly and fires shots with a high homing ability. 

PALUTENA BLADE 

The rare example of a weapon ordered by Palutena. While its charged shots have a strong potential of nullifying enemy fire and its continuous-fire dash shots travel fast, they aren't very strong. However; its dash shots have great range. 

GAOL BLADE 

A blade forged from the same cursed material as Dark Lord Gaol’s armor While it has the most powerful ranged attacks of any blade and its charged shot has a strong homing ability, these attacks move slowly. 

INSIGHT STAFF 

Staffs have long attack ranges with shots that generally get stronger the farther they travel. They're weak in melee combat however. The Insight Staff is a well-balanced choice for learning this type of weapon. 

ORB STAFF 

The Orb Staff's jewel raises its melee power Its shot strength doesn’t vary much, making it effective at any range. And while these shots lack in damage, distance, and knock-back ability their large size makes hitting foes a breeze. 

ROSE STAFF 

The Rose Staff is the product of a desire to combine beauty and lethality. The brambles it fires have exceptional attack power but travel slowly. On the plus side, this weapon charges fast compared to other staffs. 

KNUCKLE STAFF 

The brutish Knuckle Staff sets itself apart from other staffs by excelling at melee attacks. While its shots still pack a punch, they lack range, lose power as they travel, and charge slowly—so make sure to aim carefully! 

ANCIENT STAFF 

The Andent Staff is a cold and mysterious weapon made by a dead civilization. Its charged shots hang in midair and can paralyze any enemies they strike. This makes the weapon a great ft for defensive play. 

LANCER STAFF 

A staff modeled after an infamous spear said to have slain thousands. It charges quickly, and its shots, although slow moving, are most damaging at close range. Its melee attack is also better than most staffs. 

FLINTLOCK STAFF 

This weapon excels at taking out foes from afar Its shots increase in power as they fly at blinding speeds, making it a solid weapon for users with good aim. However; its melee attack is among the weakest of any weapon. 

SOMEWHAT STAFF 

Not only is this weapon closer in form and function to a blade than a staff, but it’s actually a living creature! Despite its mysterious nature, the Somewhat Staff still retains its weapon type's movement restrictions. 

SCORPIO STAFF 

The Zodiac weapon bearing the sign of Scorpio. Its high-speed shots often inject a poison that does damage over time, with a duration and probability based on attack type. While it has a short firing range, it boosts its user’s speed. 

LASER STAFF 

The firing range of the Laser Staff is among the longest of any weapon. While it’s slow to charge, enemies don’t react to the staff's continuous fire, allowing users to silently roast foes from a massively long distance! 

DARK PIT STAFF 

Staff used by Dark Pit when he hides in Chapter 6. The staff's charged shot does four times the damage at its longest range as it does up close. Continuous fire is also powerful but lacks size and range. 
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Kid Icarus: Uprising Idols (continued) 



Description 

THANATOS STAFF 

Modeled after Thanatos, this staff features a magic scarf wrapped around a piece of bone. Its continuous fire produces a stream of bats, and its backward-dash charged shot conjures a giant skull that hovers in the air 

TIGER CLAWS 

daws are melee-specialized weapons that fire talons. They improve speed more than any other weapon, useful since they tend to have a short attack range. With a balanced set of qualities, the Tiger Claws' usefulness in battle speaks for itself. 

WOLF CLAWS 

These wolf-themed claws set foes they strike on fire, dealing additional damage. Unfortunately, this flame ability limits the weapons' range. Their charged dash shot has a homing ability, something rare among claws. 

BEAR CLAWS 

These claws are like a bears, with melee attacks among the most devastating of any weapon. Their ranged shots are strong but have a short reach. If you can get up close, your foes won’t know what hit them. 

BRAWLER CLAWS 

Not only do these claws grant faster movement than any other weapon, they make you look like the king of the ring! While their other attributes aren't as cool as their speed boost you can't deny the coolness of two-fist punching action. 

STEALTH CLAWS 

Forged in darkness and wrapped in the bandages of mummies, these claws are nearly invisible, so the targets of its fast fire may find it hard to find out exactly who is shooting. The claws do have a lower melee power, however 

HEDGEHOG CLAWS 

Inspired by hedgehogs, these claws charge quickly and provide a large speed boost to users. While they lack homing ability and have a low attack power their rapid fire shoots a ceaseless barrage of projectiles. 

RAPTOR CLAWS 

Qaws that let wielders go all 65 million BC on enemies. They feature strong melee and ranged attacks, although they have a slow charge time. Wounds received from these claws are so brutal, they often refuse to heal. 

ARTILLERY CLAWS 

These macho-looking claws aren't well suited to melee and have almost no homing ability. But where they shine is their shots that have a range comparable to blades, lose no power over distance, and move super fast 

CANCER CLAWS 

The Zodiac weapon bearing Ihe sign of Cancer. Their melee attack packs a mighty wallop, and their charged shots can temporarily hover near enemies. They also give users a speed boost during continuous-fire attacks. 

BEAM CLAWS 

The Beam Qaws feature an extremely long attack range, comparable to that of bows. Their shots travel fast and don’t lessen in strength over distance. However, they possess a weak homing ability and have a lower attack power 

VIRIDI CLAWS 

Qaws that are as beautiful and deadly as Viridi herself. Their shots feature a strong homing ability and can maintain continuous fire for long periods. Charged shots fired by the Viridi Qaws paralyze foes one-third of the time. 

PANDORA CLAWS 

These claws are based on the spirit form of Pandora Their backward-dash charged shot creates a barrier that offers good defense in Together mode. Their third melee strike can knock enemies into the air Try using a backward-dash attack as foes fall. 

FORTUNE BOW 

Bows fire fast homing shots, making them well suited to medium- and long-range attacks. Their shots are small, slightly increasing in damage over long ranges. The Fortune Bow was designed to be a well-balanced version of this weapon. 

SILVER BOW 

Prototype of a bow designed by Palutena. it’s the only weapon of its type whose shot power is higher at close range. Also features a relatively high firing range and homing ability, making it a solid choice for skilled users. 

METEOR BOW 

The shots fired by this weapon have the longest range of any bow. While its charged shots are large and travel fast they don’t have much homing ability or power Compensate forthis with its heavy homing continuous fire. 

DIVINE BOW 

A how made from the wood of a sacred tree. Its fearsome energy is kept in check by the bow’s many seals. Its charged shots have a strong potential of nullifying enemy fire. It also charges quickly and has a high homing ability. 

DARKNESS BOW 

The Darkness Bow is shrouded in mystery. Its ranged attacks are powerful, and it even excels as a melee weapon. However, it comes up short in terms of homing ability and charge time. 

CRYSTAL BOW 

A bow carved from crystal taken from a forest near the home of the gods. It has high overall attack power and fires fairly large projectiles. However it has a short firing range, giving it a narrow sweet spot for attacks. 

ANGEL BOW 

Based on the god of love, the Angel Bow fires shots that relentlessly pursue their targets. However they travel slowly and are not particularly powerful. Multiplayer opponents can easily dodge its shots when attacked head-on. 

HAWKEYE BOW 

Why get dose to foes when you can snipe from afar? This bow’s high-speed shots have a long range and have the strong potential to nullify incoming fire. However its melee damage is weak, and it takes quite some time to charge. 

SAGITTARIUS BOW 

The Zodiac weapon bearing the sign of Sagittarius. Its shots can pierce through multiple opponents, making it a great choice when outnumbered. Though it takes a long time to charge, it makes up for it in high damage and shot speed. 

AURUM BOW 

A bow created using Aurum technology. Rare among bows, its continuous-fire dash attack unleashes a barrage of multiple shots. Though it has good range and great homing ability, its low attack power makes it better at a distance. 

PALUTENA BOW 

Painstakingly crafted by Palutena herself, this bow's shots gain speed the farther they travel. Though its standing shots are weak, its dash shots are mighty. So keep moving, and don't leave yourself open to counterattacks! 

PHOSPHORA BOW 

A bow crafted from Phosphora's scarf. Its charged shots tend to hit enemies, even when fired aimlessly. Although it lacks in power its shots have the ability to paralyze foes. As a bonus, those who use it are graced with lightning-quick speed. 

VIOLET PALM 

Palms are equipped on the wielder's arm like a tattoo, drawing upon the user's own vitality to fire a barrage of homing shots. The Violet Palm is an average example of this weapon type, with great rapid fire but basic range. 

BURNING PALM 

Shots fired from the Burning Palm set enemies on fire, dealing extra damage. It has the strongest melee attack of any palm, although it features a long charge time and short firing range. And after the battle, it makes a mean BBQ. 

NEEDLE PALM 

This palm fires needles that burrow into targets. They travel fast but have little homing ability. There isn't much difference in range between charged shots and continuous fire, so no need to think too hard about gauging your distance. 

MIDNIGHT PALM 

The Midnight Palm is geared toward defense, with ranged attacks that have a strong potential of nullifying incoming fire. It has powerful but slow shots. Its backward-dash charged shot crushes foes with a gigantic moon. 

CURSED PALM 

A nefarious palm imbued with foul magic It fires powerful cursed shots that travel slowly and lose strength overtime, yet still relentlessly pursue theirtargets. And the Cursed Palm’s melee attack is devastating in its own right 

CUTTER PALM 

The Cutter Palm fires light rings that slice through foes. While powerful, it takes long to charge and its continuous fire lacks good homing. Despite these flaws, you can’t go wrong with its homing backward-dash charged shot 

PUDGY PALM 

This palm weapon shoots fancy, balloon-like shots. It has a short charge time and a strong overall homing ability. Its backward-dash charged shot can overwhelm almost any shot and is handy against enemy attacks in Together mode. 

NINJA PALM 

A weapon with the soul of a dark assassin. It has a short charge time, fires fast-moving shots, and boosts speed and agility. It even excels at melee attacks! On the other hand, it lacks in power; range, and homing. 

VIRGO PALM 

The Zodiac weapon bearing the sign of Virgo. Features the longest firing range of any palm, and its shots grow in size as they travel. While lacking in power and homing ability, its backward-dash charged shot creates a useful defensive wall. 

AURUM PALM 

Produced with Aurum technology, the Aurum Palm has almost no homing ability, making careful aim a must Its high energy output means it charges fast allowing users to fire off charged shots at a rate of one per second. 

VIRIDI PALM 

Created by and requiring total devotion to Viridi, this palm excels at landing consecutive hits, with the damage it deals depending on where it strikes the target. Shooting from a distance will help improve its accuracy. 

GREAT REAPER PALM 

The Great Reaper Palm uses the power of the Great Reaper to summon Reapettes that hound targets. It takes a while to charge, but unique among weapons, its attacks have the power to halve the foe’s maximum health. 

ORE CLUB 

Qubs are unique weapons ideal for dealing huge amounts of damage. Their gigantic long-range charged shots can even pass through walls! The Ore Qub is fashioned from minerals that were mined on the mountain of the gods. 

BABEL CLUB 

Designed to look like the tower that incurred the wrath of the heavens, this club has the longest charge time of any weapon. Its charged shots kick up a violent storm that delivers consecutive strikes, so try to make sure all of them hit 

SKYSCRAPER CLUB 

A dub with a rather modern look. Its charged shots deal massive damage up close and decrease in power the fartherthey travel. The Skyscraper Qub decreases the user's speed more than most clubs. 

ATLAS CLUB 

Unlike most dubs, the Atlas Qub allows users to run quickly while using it. Its shots don’t pass through obstacles, but its dash attacks travel fast with a high homing ability. A dub that handles more like other weapon types. 

EARTHMAULCLUB 

The Earthmaul Qub has a longer reach than any other weapon, its charged shot traveling up to 126 m. This is roughly three times the range of the First Blade. Its backward-dash charged shot reflects off walls. 
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Kid Icarus: Uprising Idols (continued) 


I Name 

Description 1 

OGRE CLUB 

The club used by Dark Pit in his battle with Pit beneath the temple in Chapter 6. Though its charged shots are slow and easily dodged, this superbrutal dub has the most powerful melee attack of any weapon. 

HALO CLUB 

This lightweight dub shoots halos for its ammunition. Unlike other clubs, the Halo Club’s charged shots can paralyze opponents. However; it has a low attack power and is particularly ill suited for melee attacks. 

BLACK CLUB 

While the mysterious Black Qub’s attack power and homing ability are high, its charge time and shot speed are slow. And not only do its charged shots cancel out enemy fire, they look really cool doing it too! 

CAPRICORN CLUB 

The Zodiac weapon bearing the sign of Capricorn. Its spiraling charged shots lack range, do less damage as they travel, and don’t cancel out other shots. However; these shots do move fast and have a superfast charge time. 

AURUM CLUB 

This club has charged shots that have limited range and lack homing but are large, making it harder for targets to avoid them. It can also shoot through obstacles, and its shots have a strong potential for nullifying incoming fire. 

HEWDRAW CLUB 

This club fires blade blasts and flame breath like the beast himself. Its charged shots have an extremely long range and high homing ability but are somewhat lacking in damage. Its melee attack also packs a mighty punch! 

MAGNUS CLUB 

Designed to look like Magnus's sword, this club is at the top of its class in melee power and even boosts the speed of its user! Its shots barely have any range, making it the rare weapon exclusively suited to close combat. 

EZCANNON 

Cannons fire powerful shots one at a time. Bristling with energy, their volatile volleys explode on impact The EZ Cannon is a standard version of this armament While balanced in most respects, its bouncing shots do have a strong homing ability. 

BALL CANNON 

Inspired by the weapons seen on pirate ships, the Ball Cannon shoots iron balls with devastating power Its continuous fire creates a hail of smaller spheres sure to turn any scurvy dog into swiss cheese. 

PREDATOR CANNON 

This cannon raises movement speed and has the strongest melee attack of its weapon type. Upon exploding, its shots deal repeated damage, and its backward-dash charged shot fires an arcing shell that descends on the foe. 

POSEIDON CANNON 

Imbued with just a fraction of the sea god’s strength, the Poseidon Cannon fires rippling, water-like shots that entangle enemies and smash them with the force of a flood. Its rapid fire blasts enemies with a veritable divine water cannon. 

FIREWORKS CANNON 

A cannon inspired by the tubes used to launch fireworks. It features a strong homing ability, fast charge, wide explosions, and the ability to knock enemies into the air On the downside, its attacks lack in power and range. 

RAIL CANNON 

The Rail Cannon fires small rounds at high speeds with the greatest range of any cannon, and it has continuous fire that unleashes projectiles in very tight clusters. It’s a solid choice for those accurate enough to pick off enemies from afar 

DYNAMO CANNON 

The Dynamo Cannon fires charged shots that detonate at the end of their range or upon impact, causing damage in a small radius. Many of the cannon's attacks also paralyze foes. 

DOOM CANNON 

A cannon that brings ruin to its victims. The shots are slow to charge, and slow-moving as well, but after impact they deal ongoing damage in an expanding, devastating area! 

LEO CANNON 

The Zodiac weapon bearing the sign of Leo. Shoots incendiary bombs that can send enemies flying, then explode behind them for extra damage. This attack can be difficult to land, making the Leo Cannon tricky to use. 

SONIC CANNON 

The bursts from this weapon cut foes to shreds. Its continuous fire covers a vast area, eventually zeroing in on targets with its homing ability. Its long range and expanding charged shots make it great for distance fighting. 

TWINBELLOWS CANNON 

Inspired by the most dreaded mutt in the Underworld. Fires a flame stream that roasts nearby foes. Its backward-dash charged shot creates explosions that detonate near the area they're fired, making them great for close combat 

CRAGALANCHE CANNON 

A cannon made from pieces of Cragalanche. The rocks it fires have massive destructive power. But being rocks, they lack speed and their explosions are relatively small. 

STANDARD ORBITARS 

Orbitars are pairs of weapons that fire shots as they hover above their wielder’s shoulders, allowing for wholly unimpeded movement And what the small Standard Orbitars lack in punch they make up for in all-around quality. 

GUARDIAN ORBITARS 

These orbitars specialize in defense, for their charged shot raises a shield that has a strong potential of nullifying incoming fire. After throwing up this shield, users should switch to continuous fire as their main method of attack 

SHOCK ORBITARS 

These orbitars gather their energy from the flaps of Pit’s wings, releasing electric projectiles that disperse on impact. Their speed and range are nothing spectacular, but their charged shots have a high homing ability. 

EYETRACK ORBITARS 

These orbitars were once sealed inside a cursed royal tomb. Their homing ability is among the best of any weapon, making them very easy to use. However; they lack in terms of attack power and charge time. 

FAIRY ORBITARS 

Tired of pixies asking you to listen? Try these spritely orbitars on for size! They charge quickly, allowing for consecutive charged shots. Their greatest feature is the ability to confuse enemies. 

PAW PAD ORBITARS 

The Paw Pad Orbitars are too cute, aren’t they? They have a short charge time, and shots bounce about like an excited kitten. Shield yourself with the backward-dash charged shot or circle around enemies using continuous fire. 

JETSTREAM ORBITARS 

Charged shots fired from these orbitars may lack any sort of homing, but when they do hit—watch out! They're strong, though generally lose strength the farther they travel. Try knocking foes into the air with charged shots! 

BOOM ORBITARS 

These burty-looking orbitars fire small bullets that really pack a wallop! Top among orbitars in melee and ranged attack power they lack any sort of homing ability and slow the user down considerably during continuous fire. 

GEMINI ORBITARS 

The Zodiac weapon bearing the sign of Gemini. The standard charged shots they fire travel straight, then break suddenly toward their target This makes the wielder of such orbitars extremely hard to predict in Together mode. 

AURUM ORBITARS 

These orbitars were built by literally combining members of the Aurum forces. Their continuous fire unleashes a narrow beam that is limited in range but travels so fast that targets have little time to dodge. 

CENTURION ORBITARS 

Modeled after Palutena's rank-and-file soldiers, these orbitars fire shots that arc like arrows in flight and are powerful at dose range. Their backward-dash charged shots fire centurion-knight shields, and their continuous fire has a long range. 

ARLON ORBITARS 

Inspired by Arlon the Serene. But unlike Arlon, this weapon is far from invisible in combat featuring the longest range of any of the orbitars. Its continuous fire unleashes a stream of the chakrams used by Arlon. 

CRUSHER ARM 

Arms have the smallest reach of any weapon type, putting wielders at a disadvantage in long-range combat Yet they also have incredible dash and melee attacks. The Crusher Arm is the standard model of this type of weapon. 

COMPACT ARM 

An arm designed to be both small and light it gives the highest movement speed of any arm. though this comes at the cost of lower melee power Handling more like other weapons, the Compact Arm is great at midrange. 

ELECTROSHOCK ARM 

An arm that fires bursts of electricity. Its charged shots expand as they travel, dealing a quick round of damage and inflicting paralysis. And its melee strikes send the foe flying backward, so get in there quick with your combos! 

VOLCANO ARM 

The Volcano Arm uses geothermal energy for ranged and melee attacks that can set foes ablaze. Though limited in distance and long on charge time, it's a good pick for dose-quarters combat 

DRILL ARM 

Designed to look like an excavation tool, the Drill Arm plows through enemies with its charged shot, which does ongoing damage. The powerful attack has great homing ability. 

BOMBER ARM 

The rapid burning fists this weapon fires swerve sharply toward the foe. Though its continuous fire is weak, its charged shots are not and it charges more quickly than any other arm. However; its range is among the shortest of any weapon. 

BOWL ARM 

This weapon was designed to look like a decorative bowl and curiously fires off bowls and toys. While it seems like the Bowl Arm would be a fragile sort of weapon, it actually has potent charged shots. 

END-ALL ARM 

The End-All Arm is the be-all arm for malicious dedmation. Though it takes a long time to charge, its continuous fire is deadly, particularly when fired during a side dash. However, it does slow the user’s movement somewhat 

TAURUS ARM 

The Zodiac weapon bearing the sign of Taurus. The two horns deal the most melee damage of any arm. While its ranged attacks are big and powerful, they have weak homing ability and limited range. 

UPPERDASHARM 

The Upperdash Arm is outfitted with a disc-shaped device that fires ring shots. Its backward-dash charged shot can lift foes into the air While its regular melee attacks are weak, its melee dash attack deals massive damage. 

KRAKEN ARM 

Fashioned after the Galactic Sea’s greatest monster, this weapon fires slow shots that feature large, hooking homing trajectories. It also features a strong melee attack and midrange performance. 
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Kid Icarus: Uprising Idols (continued) 


1 Name 

Description 

PHOENIX ARM 

Modeled after the Phoenix, this arm features a unique continuous fire that travels twice as far as its charged shots. The charged shots set foes ablaze, while its continuous-fire attack launches blade feathers. 

THREE SACRED TREASURES 

The Arrow of Light Wings of Pegasus, and Mirror Shield Pit used to defeat Medusa 25 years ago. While Pit needs them for his first run through Chapter 9. you can later choose to not equip them by tapping the icon on the chapter banner 

GREAT SACRED TREASURE 

The Great Sacred Treasure was designed by Dyntos to be the ultimate weapon. Used in the final battle against Hades, the weapon is huge and incredibly powerful, yet can stop on a dime and change its form to adapt to damage. 

GREAT SACRED TREASURE 
(PURSUIT) 

As Hades rushes to the surface world to refuel on souls, the Great Sacred Treasure jettisons its heaviest parts and enters the high-speed Pursuit Mode. Equipped with a gatling turret its guns can fire both bullets and ring lasers. 

GREAT SACRED TREASURE 
(MECH ARMOR) 

Shedding even more parts from Pursuit Mode, the Great Sacred Treasure takes a humanoid form. This versatile mode doesn’t require any specialized controls; it actually moves as if it were an extension of the user’s own body! 

GREAT SACRED TREASURE 
(ULTRALIGHT) 

The Great Sacred Treasure abandons all but its most necessary parts to enter this super-mobile mode. While it can keep up with Hades, the god of the Underworld destroys it with a single clap, leaving only its cannon behind. 

FINAL STRIKE 

When the Great Sacred Treasure is destroyed by Hades, the main cannon loses power, requiring Palutena to concentrate on using her divine power to restore its energy Luckily. Viridi steps in to keep Pit flying! 

EXOTANK 

The Exo Tank is a vehicle of the gods whose powerful drift ability makes travel a cinch. It even has a boost feature that increases the user’s speed and jumps. And while it can fire shots, its most valuable offensive asset is its ramming horn. 

AETHER RING 

The Aether Ring is a vehicle of the gods that can move around freely. While the vehicle may look like a gyro-top to Pit its heavenly status masks it from humans, who only see a useless pile of rocks. 

CHERUBOT 

While it may look cool, the overwhelming destructive might in this combat armor of the gods is best left to seasoned warriors. Cherubot’s compact form factor and self-propulsion make it easy to deploy into battle, if at limited mobility. 

LIGHTNING CHARIOT 

One of the Chariot Master's most prized possessions, the Lightning Chariot blazes through the heavens at the slightest pull of its unicorns’ reins. Its extreme speed is matched only by the destructive shots fired from the unicorns’ horns 

MONOEYE 

A Monoeye is a surveillance drone in the Underworld Army. Though it is capable of draining life from its target with its tentacles, a lowly Monoeye will never do so on prey like Pit He's just too divine to touch! 

WAVE ANGLER 

This floating Underworld foe fires huge wave shots. Normally the Wave Angler floats and shoots from side to side, but tired of having its horizontal attacks dodged, it has recently added a vertical shot to its routine. 

OCTOS 

An Octos is a flying relative of the octopus, a water-based animal you may have seen in monster movies. It sprays ring-shaped jets of ink from its mouth that looks fun to fly through but will hurt you if touched. 

KERON 

This winged, one-eyed frog uses its wings to make up for the fact it can’t jump that well. Despite its laziness, Keren's surprisingly nimble spin attack and large, durable body make it a formidable foe. 

GYRAZER 

Gyrazers are spinning wheels of death that fire piercing lasers from the eye beneath their bodies, so watching out for them is kind of recommended. Unfortunately, the face on their side is just for show, so no, they don't get dizzy while they spin. 

SHEMUM 

These winged, poisonous snakes leap out of vases to attack enemies, making up for their lack of strength with sheer numbers. These vases are invulnerable to ranged shots, so use melee strikes or attack items to destroy them. 

NETTLER 

Originally a slug, this enemy has evolved arms and gained improved mobility in the process. While not very athletic, its reflexes are excellent When fired upon, the NetBer can even use its soft body to squish itself flat and dodge attacks. 

SKUTTLER 

These basic troops form the backbone of the Underworld Army. Simpleminded creatures. Skuttlers tend to forget any mishaps they suffer but also quit when the going gets tough. Yet they're still valued for their low cost and versatility. 

SKUTTLER CANNONEER 

These Skuttlers have been quipped with a cannon, earning them a whole extra word on their title. Their single eyes have been upgraded to improve their aim, although they're still not very accurate compared to other enemies. 

SKUTTLER MAGE 

These Skuttlers can use magic, hence the name. They attack with a fire spell and a weakening spell that can lower your maximum health. Only the best Skuttlers get picked for this job, an honor that’s better than any pay raise. 

SUIT OF SKUTTLER 

Tired of their roles as cannon fodder, some Skuttlers jump into the bronze statues that are so common in the Underworld. Their defenses are improved, but their rears are exposed, so getting behind them is your best bet 

MIK 

Often deployed as the Underworld Army's advance guard, these floating mouths with whiplike tongues love to literally give their enemies a licking. They have an infinite appetite, and all attempts to put them on a diet have ended in tragedy. 

GANEWMEDE 

Ganewmedes are evolved Monoeyes whose tentades have been replaced by spiky legs. They respond violently when fired upon, so approach them calmly and use melee attacks to take them out without getting hurt 

CRAWLER 

This living tank unit uses caterpillar treads to charge over any terrain. Covered in thick armor Crawler is impervious against almost any attack except to a wide-open weak point on the creature’s bade its heart. 

SYREN 

Long thought the stuff of myths, Syrens are creatures that seem to combine the bodies of women with the limbs of birds. Their ability to fly and shoot whirlwinds from their open mouths sets them apart from all monsters and most gamers. 

SHRIP 

Beetles with sharp swords protruding from their heads. Able to unhinge their shoulder joints, Shrips fly through the air spinning their bladed heads at high speed. Although fierce attackers, all that twirling gives Shrips terrible aim. 

PORCUSPINE 

Porcuspine attacks over a wide range by shooting needles in all directions. Despite the hard look in its eyes, Porcuspine is a relatively calm and reserved monster 

BELUNKA 

Belunka is a living troop transport that loads smaller Underworld forces in its mouth—also its weak point—and then vomits them out onto the battlefield. Take down Belunka. and you’ll also destroy all the enemies inside! 

HANDORA 

A pair of monstrous hands joined together and given a will of their own. Handoras crawl like spiders, even scrambling across walls and ceilings with ease. They are merdless hunters, their only motivation the desire to attack others. 

CORAL 

Upon maturation, these Underworld enemies explode, spraying deadly bits of rock over a wide area. Shoot them and these pieces will fly toward you, but melee them and they’ll fly in the opposite direction. 

BOOGITY 

These enemies can shoot missiles and have impenetrable armor on their backs. But when curiosity gets the best of them, they turn around, revealing their weak spot To their credit they put a lot of effort into at least looking scary. 

MONOLITH 

Monoliths are flying objects that are said to have once been used in the training of soldiers. They repel all attacks, and their magic properties alfow them to ignore gravity and freely transport Underwork! troops. 

COMMYLOOSE 

These quid-like enemies grow gigantic missiles that once finished, are hurled with their tentacles. While these missiles are technically part of their bodies, Gommyloose are eager to be rid of such potentially explosive weapons. 

SHULM 

Poisonous Underworld fungus that spews noxious gas. Its spores thrive in dank places, causing Shulms to grow like crazy. Don’t let its meek appearance fool you! 

FIRE WYRM 

A giant skeletal dragon said to reside in the fiery seas of the Underworld. The Fire Wyrm’s feared even among Underworld forces. Its flames are fueled by the jealousy and rage of others, guaranteeing it will survive as long as humans do. 

SHILDEEN 

Underworld soldiers bom to fulfill just one simple task; defending their allies. Nearly all ranged attacks are nullified by their impervious shields. Shildeens have a skill for organization rare among the Underworld Army. 

PARAMUSH 

A paratrooper in the Underworld Army. After parachuting to the ground, a Paramush will then run around crazily, rapidly shooting at its enemies. 

SPECKNOSE 

Specknose prefers damp climates and, while cowardly by nature, isn’t afraid to launch sneeze bombs at the first sight of prey. Its mustache-like growth is actually a set of tentacles. Gross, right? 

KOMAYTO 

While this creature resembles a certain alien life-form, the last Komaytos are not in captivity and Skyworld is not at peace. Stray too dose and it will latch on to you, draining your life energy and restricting your movement. 

DAPHNE 

Daphnes look like adorable flowers until they attack, revealing their terrifying true faces. They defeat their enemies by scattering explosive "Daphne mines" then move in to gobble up the remains. 
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EXTRAS 


Kid Icarus: Uprising Idols (continued) 

I Name Description_ 


GLOOMERANG 

Gloomerangs wear masks, just as we do in our lives. But while our metaphorical masks hide emotions, the Gloomerangs' are giant boomerangs that shield them from damage. This defense is lost when they attack foes with their boomerangs. 

STACKJAW 

Stackjaws are bizarre creatures whose bodies resemble totem poles. They fire lasers in a 360-degree radius and can't be beaten unless you take out their topmost portion. But be careful: they get more powerful as they get shorter 

MINOS 

Covered in spikes like a blowfish, Minos swells up when attacked. Although it looks cool and collected—even when fully puffed—Minos is actually seething with rage on the inside. Don't take it personally. 

MERENGUY 

The Merenguy’s dance is strangely entrancing. So much so that it uses its talent to distract enemies for the Underworld Army. When that folksy music starts playing and Merenguy starts shaking its hips, you just can't look away 

MEGA MUSSEL 

Mega Mussel was designed to attack indiscriminately, and that’s exactly what it does. When its scallop-like shell opens, its pearly eyes fire shots in all directions, decimating enemies that group together. 

REAPER 

Reapers serve as lookouts for the Underworld Army. When they spot an enemy, they let out a piercing scream that summons their feisty servants, the Reapettes. They also use their giant scythes to reap the souls of their victims. 

SHELBO 

Essentially an impervious shell with lips, Shelbo fights by biting its prey. This attack reveals Shelbo's only weakness: the eye inside its mouth. Joke time: why is Shelbo good at dieting? Because it always watches what it eats. Oh! 

TORTOLUNK 

A turtle-like member of the Underworld. Armed with a rock-hard shell, Tortolunk likes to flip on its back and spin like a top lashing out with its massive arms. This spinning leaves Tortolunks dizzy and vulnerable to attack. 

EGGPLANT WIZARD 

Those hit by eggplants thrown by the Eggplant Wizard are turned into, well, eggplants. Pit can’t attack in this state, and the only cure is time. So you’d best vamoose if you don’t want to end up baba ghanoush. 

ZUREE 

Attacks pass through this Underworld ghost when in spirit form, allowing it to approach prey and rip it to shreds with its deadly shake-inducing claws. This leaves it vulnerable, so dodge with a dash and then strike! 

SPUN 

This Underworld creature is best thought of as a fierce amoeba with blades. Splin can divide instantly to increase their numbers and often band together to resist potential predators. For a little eukaryote, it’s pretty high up on the food chain. 

ORNE 

These vengeful ghosts seem to be formed from concentrated misery and regret All who come into contact with One have their minds shattered, with death following shortly thereafter They are attracted to the life force of their enemies. 

CLUBBERSKULL 

Qubberskulls possess unrivaled attack strength capable of destroying even high-level monsters. Because of this threat they are normally sealed away, only attacking if disturbed. Leaving them alone is an extremely valid strategy. 

MAGMOO 

Semianimate creatures bom from the magma of the Underworld. Their brains put out a continuous source of heat that keeps their magma piping hot Lacking smarts, they sometimes stumble into water which never goes well for them. 

BLUSTER 

Bluster covers itself in a cloud-like material for protection. It favors defense, using its attacks to cause shaking in enemies, which in turn leaves them vulnerable to damage from Bluster’s allies. 

GIRIN 

Rather than waiting for prey to fall into its trap, this hyperevolved ant lion jumps out at enemies, attempting to crush them in its pincers. However Girin leaves itself open to attack after this lunge and will retreat in surprise if hit 

LEOX 

If you like lions and motorcycles, man, Leox is 100% the enemy for you. It charges forward, bringing its head down like a hammer. This bone-shattering blow also sends out shock waves that shake the air around it 

ARMIN 

At first Armin appears to be quite the invulnerable beast protected in front and back by heavy plates. However, from the side its true puny body is exposed, exposing this Underworld monster for the weakling it really is. 

PETRIBOMBER 

This four-handed creature produces explosive rocks from its body, launching them at foes when they're grown. Since it walks on hands instead of feet, it often loses its balance and trips, blowing itself up in the process. 

VAKLOOM 

Vakloom absorbs all ranged attacks with the black hole in the center of its body. It then converts that absorbed energy into a massive laser blast that it uses to return fire. A slow creature, Vakloom is best taken down with melee attacks. 

SNONG 

Semiconscious monsters that resemble elephants. The head commands two arms that come from both sides to crush their enemies. While they're one of the Underworld’s heavy hitters, they don’t mind helping out around the office. 

ZURRET 

A Zurret is effectively an Underworld fixed gun turret. Zurret larvae mature within days of being placed in soil. After growing, it hides until prey approaches, at which point it pops up and shoots a deadly accurate blast 

SINISTEW 

A murky Underworld genie who resides in a pot. But this genie doesn’t grant wishes—he just tries to drag passersby into his lair! The pot contains a one-dimensional universe—those pulled into it are rareiy seen again. 

BRAWNY CLAWS 

An Underworld crustacean that blocks Pit’s progress by extending its arms and legs. Its pincers stretch out to the side but can’t extend up or forward. Still, for lazy little Brawny daws, this technique comes in quite handy. 

SNOWMAN 

A mean, hulking giant made of ice, this is one Snowman who definitely isn’t a jolly, happy soul. A territorial beast it blasts all who come near with its frozen breath. 

FROZUM 

This member of the Underworld Army dwells in frosty climates. To attack, it summons powerful blizzards capable of freezing anybody who comes dose. In warmer locales, they are kept as pets that can double as air conditioners. 

PLUTON 

This thief steals items from its victims and tries to dash away before it gets caught The Underworld Army is willing to overlook these crimes because of Pluton's fighting power—and because evil is sort of what the Underworld Army does. 

BUMBLEDROP 

Upright Bumbledrop is an easygoing monster But when it falls over, it slides toward foes and slams into them. Ranged shots are ineffective when it’s on the ground, so take it out while it’s upright Fast fact it also loves hot springs. 

REMOBLAM & 
REMOBLAMLING 

Remoblams each control multiple Remoblamlings. And if the Remoblam is destroyed, its attendant Remoblamlings blow up in succession. However, these monsters were designed to be bombs, so these explosions are quite dangerous. 

COLLIN & PHIL 

Once soldiers in Palutena's army, Collins are now cursed to fly around firing the poisonous Phil bugs that live inside their bodies. They can be defeated by using melee attacks to knock Phils back at them. 

TRAILTAIL 

Traiai flies in a zigzag pattern, leaving a trail of thread behind it Like a spider with its silk, Trailtail uses this thread to capture prey. However making too many trails can leave it famished, forcing it to pick a perfect spot to really let loose. 

SHOOTFLY 

Underworld enemies that function like homing mines. When shots pass them, they locate and then swarm theirtarget However, they can be passed quietly and only react to ranged shots, so melee attacks are the way to go. 

MONOMIKNOSE 

If this face rings a bell, it’s because it’s actually made up of two Monoeyes, a Mik. and a Specknose. While you’d think the combination of four monsters would be quite powerful, Monomiknose is not as great as the sum of its parts. 

IGNIOT 

A fearsome, rotating cannon that fires off petrifying beams of light Its dangling eyeball keeps a constant vigil, mercilessly blasting any opposing forces that cross its path. Luckily, Palutena's protection ensures Pit is only briefly turned to stone. 

TEMPURA WIZARD 

An enemy even more fearsome than the Eggplant Wizard. Once sprinkled with its flour, targets are transformed into shrimp tempura. And if you’re cursed, look out the Tempura Wizard can turn you into dinner with a one-bite kill. 

ERINUS 

An Erinus is an Underworld foe that prefers to attack in great numbers, though even when seeming to fight solo...it isn’t. Its top and bottom halves can separate and fight independently, making it a diabolical duo! 

FORT OINK 

Fort Oink was originally designed to transport Underworld troops to the battlefield. However, mistakes were made, and it now fires its passengers as ammunition. At least the Underworld now knows to measure twice and cut once. 

GUTTLER 

This gluttonous monster gobbles up anything it can. Whether it eats friend or foe. Guttler grows stronger with each creature it consumes. Although this helps cut down on the number of enemies, it also gives Guttler's attacks a bigger bite! 

ZIK & ZAK 

The Zik is the big one. Zak. the small. A Zik functions like a control tower: broadcasting telepathic signals to control its little buddy. Defeating a Zik breaks this connection, causing the Zak to move about aimlessly. 

CELLULAR HANDORA 

This cellular version of the Underworld Handora guards Hades's Belly from intruders. Handoras are created by mass cloning the hands of other Underworld monsters. Naturally, being in a stomach, they have to wash often. 

CELLULAR BLUSTER 

This cellular version of the Underworld Bluster guards Hades's Belly from intruders. While most ceils spend all day processing nutrients and dividing, Cellular Bluster shields itself with an ever-growing layer of gelatin. 

CELLULAR MONOEYE 

This cellular version of the Underworld Monoeye guards Hades's Belly from intruders. When not on alert they plant theirtentades into a wall or ceiling, dangling there and sleeping like the cutest thing you ever did see. 
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Kid Icarus: Uprising Idols (continued) 


1 Name 

Description 1 

CELLULAR SINISTEW 

This cellular version of the Underworld Sinistew guards Hades's Belly from intruders. Like their counterparts, Sinistews hide in vessels that can only be damaged with melee attacks. 

CELLULAR KOMAYTO 

This cellular version of the Underworld Komayto guards Hades's Belly from intruders. They act like white blood cells, latching onto foes and transferring their life force to Hades’s Belly. Take them out with melee attacks. 

CELLULAR SNONG 

This cellular version of the Underworld Snong guards Hades’s Belly from intruders. Just like the regular Snong, it has two massive arms and a head that controls them. Where are its legs, you ask? Out for a walk. 

CELLULAR SKUTTLER 

This cellular version of the Underworld SkuttJer guards Hades’s Belly from intruders. Skuttlers are the most common grunts in the Underworld Army, so battling in the digestive tract of a god is just another day at the office. 

CELLULAR IGNIOT 

This cellular version of the Underworld Igniot guards Hades’s Belly from intruders. They specialize in turning targets to stone with beams of light A regular human hit with this attack could never hope to move again. 

CELLULAR GYRAZER 

This cellular version of the Underworld Gyrazer guards Hades’s Belly from intruders. They dash in and attack invaders with a burst of high-speed fire from the cannons on their undersides. Not too smart, though. 

CELLULAR SHILDEEN 

This cellular version of the Underworld Shikdeen guards Hades's Belly from intruders. Although they possess no means of attack, they excel at protecting their allies. In fact you could call them a cell wall. Get it? 

NUTSKI 

A basic grunt in the Forces of Nature. It uses its leaves to fly shooting whenever it turns itself upside down. Viridi created Nutski by removing a chestnut from its shell and blessing it with a mirade. Tastes great if you can get past its being sentient 

DIBBLE DOP 

While Dibble Dop looks like a pitcher plant it doesn't capture and eat bugs. Rather; it stores up moisture in its pouch and then launches it out in the form of a water bomb. This water is even magically condensed to make it extra damaging! 

PARASHOOTER 

This Forces of Nature monster uses its leaf as a parasail, gliding through the air toward its enemies. It then shoots them with blades of condensed air Notably. Parashooter doesn't grow this leaf itself but takes it from other plants. 

LURCHTHORN 

This string of cannons lies in wait until an enemy draws near at which point it activates and speeds through the air The turrets located on its joints can be destroyed, but targeting its head is the most effective strategy. 

PEW PEW 

This arboreal cannon is equipped with evolved roots that allow it to walk around. From time to time, its lid pops open, revealing an eye-shaped mark it uses to intimidate enemies. The origin of its cannonballs is still a mystery to botanists. 

BLADER 

These elite Forces of Nature soldiers can change their form to suit either land or air battles. This helps Bladers adapt their tactics to any condition, even fleeing if necessary. They also serve as field commanders, doling out simple orders. 

TRYNAMITE 

Exploding mines of the Forces of Nature. They explode with a loud bang, sending three chunks of shrapnel flying toward foes. Viridi sometimes gets playful when naming her troop, hence the pun here on “dynamite.” 

ZERT 

After being struck by lightning, this tree gained the power to produce small storm clouds. Zert paralyzes its victims and blasts them with lightning damage. It moves erratically because of the electricity that courses through it 

PIP 

Pips are single-celled organisms with the ability to divide whenever they’re dealt a strong blow, instantly increasing their numbers. They don’t exhibit much capacity for thought beyond a simple desire for easy livin’. 

URGLE 

A mobile tree creature, Urgle likes to charge toward enemies at full speed and flip them over like a tea table. While this method of attack may look easy, that’s only because Urgle toils day and night to perfect its flipping technique. 

HUGWORM 

These worms use their beaks to burrow through the ground and suddenly appear They coil around their prey until it loses consciousness and then gobble it up with delight Hugworms fear being cooked, so your best strategy is fire and lots of it 

LETHINIUM 

The big guns in the Forces of Nature. Lethiniums often grow near bases or areas requiring defense and shoot a powerful laser beam. Not the best flower to use when saying “I'm sorry.” 

JITTERTHUG 

Depending on which way its mask is facing, Jitterthug looks like either an old man or a furious monster. Each of these “personas” has its own traits: the old man is unaffected by ranged shots, while the angry monster is immune to melee strikes. 

BOOM STOMPER 

A gigantic mass of rock inscribed with runes and given the gift of life. With its tremendous weight walking is a struggle. Yet Boom Stamper uses this bulk to its advantage by toppling onto its foes as a heavy attack. 

MAHVA 

Mahva defends itself with a sphere of water that only allows friendly fire to pass through. This makes it an ideal front-line soldier for the Forces of Nature. But don’t give up: persistent attacks will eventually break through Mahva’s shield. 

BADOOT 

In the air, Badoots are obstacles. On land, they link together with an electric tether to trip their enemies. Badoots are almost impervious to any attack while finked, so your best bet is to wait for them to part and then strike. 

BUMPETYBOMB 

Have you ever planted a bomb, only to have monsters run away from it? It’s the worst! That’s why Viridi created this running time bomb. Its armor makes it hard to destroy from afar and dangerous up dose, so you might just want to run! 

MUDRONE 

Originally spindly creatures with twig-like bodies, Mudrones used the power of earth and water to bulk up. Mudrones will be defeated for good after the third time you’ve downed them, so it might be better just to run. 

CACAW 

Cacaw raises a piercing ay whenever it spots an enemy. This shriek contains supersonic waves that give its victims disorienting brain damage. Sure, you can try to run away, but your best bet is just defeating this noisy menace. 

SKREETLE 

When walking on all fours, Skreetle is hard to hit Ironically, it’s when it stands up to intimidate its foes that this aeature is most vulnerable. Like most insects, Skreetie prefers tight spaces to being out in the open. 

MEEBA 

A Meeba is a parasitic fungus that inhabits the body of a beetle. Although its host has expired, the shell provides excellent defense against frontal attacks. Grde around and attack from behind where its body is exposed. 

MEGONTA 

Megontas are giant pill bugs in the Forces of Nature. They ball up for protection, using their armored shells to deflect all attacks. A solid melee attack can send it on its back, exposing its weak underside! 

CAPTAIN FLARE 

He’s the man of mystery. He disappears without a trace. He's the amazing Captain Flare! He shoots comets from the space rift within his cape—the very same cape that contains the alternate universe Captain Flare likes to disappear into. 

CLOBBLER 

The Gobbler is usually a meek creature living a modest life of restraint But once angered, it blows up and mutates into an aggressive monster Those who incur the Gobbler’s wrath are advised to run for three days to give it time to calm down. 

FLAGE 

This single-celled organism uses its ability to blend with its surroundings to be an effective assassin. Although invisible, the Flage makes noise and casts a shadow. But it will appear when it strikes, making this the best time to take it out 

TOXIECAP 

While a deadly fungus like the Underworld Army’s Shulm, Toxiecap is actually an engineered bioweapon, not ironically, a natural organism. Its many eyes provide surveillance as the poison shots it fires deal out plenty of damage. 

TRIBYTE 

The Aurum come from outer space, using a mysterious antigravity technology to keep their forces in the air. Tribytes, the Aurum's basic soldiers, take advantage of this high-tech science to fly in coordinated groups. 

DOHZ 

An Aurum troop transport, Dohz releases soldiers from the hole in its underbelly. However, Dohz is a deadly combatant in its own right and will stay on the front lines to fight long after it finishes deploying its cargo. 

CLAXIS 

Qaxis has numerous guns set into its synthetic surface. Each gun is capable of finding targets on its own. However when attacking, the center gun commands the others to fire, which they do in sequence. 

PLIXO 

Originally intended to function as solar panels, this Aurum creature has no particular method of attack. Perhaps the tulips and fish they display on their pixel-like light grids are a sign of a consa'ousness. 

JYOK 

Jyok is made of four poles bound together by an electromagnetic beam. While it’s normally invulnerable, it reveals its weak point when it opens its poles to fire homing lasers. Make sure you don’t miss! 

KOLMA 

Aurum enemies that look like giant wheels of cheese. Kolma attack from a distance by flinging pieces of outer armor at their foes. Their sides are always vulnerable, but they can be attacked from any angle once they shed all of their armor plates. 

QUOIL 

By spinning constantly around its core, this Aurum creature is able to both maintain balance and generate its own energy. It attacks by ramming into nearby enemies, dealing extra damage with its vicious spin. 

TAKLAX 

Although they look a bit like a tasty dessert, these Aurum enemies are neither sweet nor delicious. They unfurl like a butterfly and fire continuous shots. When not on the assault Taklax are often assigned surveillance duties. 

BLIT 

These Aurum enemies tear through space-time itself to appear, fire off a barrage of shots, and then disappear While it’s possible to pass through the center of their shots, Blits often attack in groups, making this a dangerous tactic. 
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Kid Icarus: Uprising Idols (continued) 


|| Name 

Description 

ZRINK 

Initially, Zrinks are large, slow-moving targets. Yet as they take damage, they shed their outer armor, making them smaller and allowing them to move faster They rarely attack, instead providing defense for nearby Aurum. 

XONEME 

Xoneme defends itself with a series of rotating panels that it can also fan outward as an attack. These panels are invulnerable, so the best strategy for taking down Xoneme is to get past or aim forthe spaces between them. 

SIO 

An Aurum enemy that looks like nothing you’ve ever seen before. They rob their foes of sight and mobility with black- hole shots. Try to escape from these traps before they can hit you with their lasers and body blows! 

ZAURUM 

Zaurum are the only members of the Aurum that resemble anything like living beings. Yet whether they're actually alive remains unclear. They’re deployed on the Aurum floating islands and excel at psychic attacks. 

REZDA 

These Aurum forces defend their allies by erecting shields that prevent everything but other Aurum and their shots from passing through. This defense exposes their cores, so a careful aim should be enough to take them out 

BAGLO 

Baglo is an unassuming enemy that only awakens when attacked, unleashing a barrage of continuous fire. So fake care when battling near a Baglo that one of your own shots doesn’t stray and hit it! 

ROZ 

These Aurum comets have a seemingly impossible mass, making them both invulnerable to attack and capable of incredible destruction when striking objects. When they hit the ground, they release an analytical compound. 

NUKLEEN 

A Nukleen is a mine that the Aurum often use to conquer planets. They explode when attacked, erupting in a wklrnange explosion that deals damage to friends and foes alike, so they can be used to Pit’s advantage. 

BIOTA 

A Biota flings out floating green energy orbs to attack its enemies. These orbs are designed to withstand almost any attack, but it’s possible to use this to your advantage. A melee strike can send them flying back at the Biota! 

AURUM MONOEYE 

An Aurum copy of the Underworld's Monoeye. The Aurum Monoeye has the characteristics of the original, so it’s really not that strong. Simple creatures are relatively easy to copy at low cost so this enemy was obviously first in line. 

AURUM MIK 

An Aurum copy of the Underworld’s Mile With their obsession with copying everything, you’d think they would turn the tide of battle by mimicking the world’s #1 warrior; Pit Lucky for us, they’d have to catch him first to have a chance! 

AURUM 5HEMUM 

An Aurum copy of the Underworld’s Shemum. like its original counterpart the Aurum Shemum only appears on the ground and even slithers as it moves! 

AURUM SKUTTLER 

An Aurum copy of the Underworld's Skuttler Even the weakness and dumsy movements of the original have been faithfully reproduced! When assimilating a new world, the Aurum copy all fighting styles...even the weak ones. 

AURUM FIRE WYRM 

An Aurum copy of the Underworld’s Fire Wyrm. While they may not look the same, the replica really nails the original's massive size! If a Fire Wyrm and an Aurum Fire Wyrm got into a fight, the real winner would be good times. 

AURUM SPECKNOSE 

An Aurum copy of the Underworld's Specknose. Those Aurum eyes are super creepy, huh? Although Aurum versions of Monoeye, Specknose, and Mik exist they thankfully don't combine to form an Aurum Monomiknose. 

AURUM PIP 

An Aurum version of Viridi’s Pip. The Aurum begin their copying process by emulating the outer appearance of their subjects. And although they can’t replicate a Pip’s cellular structure, they are able to mimic its dividing ability. 

AURUM URGLE 

An Aurum copy of the Forces of Nature s Urgle. It does a great job of nailing down its inspiration’s flipping move. However, the jury is still out on how effective the original was against the Aurum flying forces. 

CENTURION 

The rank-and-file troops of Palutena’s personal guard. They fly through the air attacking enemies in great numbers. While their attacks are weak, theirflying ability far exceeds Pit’s. Word has it they can even be revived if shot down. 

CENTURION STRONGARM 

While very strong, these muscle-bound centurions aren’t the brightest bunch. Therefore they’re often tasked with hurling barbells and working the crank that converts weapons into hearts. They make excellent moving buddies. 

CENTURION KNIGHT 

Palutena's royal guard is armed to defend strategic locations throughout Skyworld. Centurion knights are considered the best of the best, fearlessly charging at enemies when their stout shields are broken in combat. 

JUGGERNAUT 

While Palutena’s mighty catapults aren't strictly alive, they are able to think and react on their own. They feed rocks from atop their heads into launchers, which hurl them at the foe like a pitching machine. 

SPACE PIRATE 

Space Pirates are a race that travel the galaxies capturing constellations. The armor they wear is actually an exoskeleton that shields the glowing creatures within. Yellow Space Pirates are the most common crew members. 

SPACE PIRATE SNIPER 

Space Pirate Snipers pick off their targets from medium range and speaalize in firing from a prone position. This stabilizes their aim, and the eye on top of their heads makes up for any vision lost in this position. 

SPACE PIRATE COMMANDO 

Space Pirate Commandos are equipped with incendiary Grenade launchers. The explosions from their shots wreak serious havoc 

SPACE PIRATE CAPTAIN 

The leader of the Space Pirates. Although weaker than his shipmates, the Captain—his true name impossible for human tongues to pronounce—somehow managed to take charge through sheer bossiness. Thus, he’s not very popular 

TREASUREFISH 

Nearly all the Treasure Boxes you see scattered around the world were from Treasurefish. Take them down while they’re transporting a box to reap rich rewards! Not allied to any side, they roam the battlefield, dropping their prizes. 

RARETREASUREFISH 

The Rare Treasurefish is loaded with even better cargo than its cousins! You can be sure whatever they’re carrying is top notch, so shoot them down on sight They seem to insist on standing out without any regard for their own safety. 

SOUFLEE 

Bonus enemies who reward those who defeat them with tons of extra points and hearts. They dash away when found, so do what you can to take them down before they disappear Foodies beware; that cherry on top is actually an eye! 

MIMICUTIE 

This leggy monster disguises itself as a Treasure Box until unsuspecting adventurers try to open it, at which point it attacks with a ceaseless barrage of kicks. Sadly, studies into Mimicutie have ended in more broken shins than answers. 

SHADOW PIT 

Created by the Oiaos Kin, these illusory copies of Pit possess all of Pit’s abilities and four of his weapons; blades, palms, cannons, and orbitars. Yet they lack Pit’s blessings and experience in battle. 

FIEND’S CAULDRON 

Dropping hearts into this pot raises the Intensity, making enemies stronger but also causing valuable weapons and items to appear If you fail the level, you’ll lose hearts, though you can choose to continue at a lower Intensity. 

MIRROR OF TRUTH 

Said to reveal the truth, this mirror is also thought to be used by Pandora to transform souls into Underworld monsters. Pit destroys it with a kick, accidentally bringing about the creation of Dark Pit in the process. 

UNDERWORLD KEY 

Held by Thanatos, this jewel unfocks the entrance to the Underworld. Although the Underworld and O/erworld seem close, ftey are quite difficult to cross between. If free passage were allowed, there would be no telling the living from the dead. 

THREE SACRED 

TREASURES CASE 

In Pit's first adventure, the Three Sacred Treasures were divided among Hewdraw, Twinbellows, and Pandora, hidden in their fortresses to rob Palutena of her powers. Yet despite years of conflict their container has held up surprisingly well. 

WISH SEED 

If the Wish Seed had one wish, it would probably be to actually have the power to grant wishes. But unaware it’s a fake, humans and gods alike blindly seek to possess the Wish Seed, even fadng off against its defender, the Phoenix. 

AURUM BATTLESHIP 

The Aurum adjust their battleships to fit the scale of their enemies—the larger the planet to be conquered, the larger the ship to be produced. Thus, to take on Skyworld, the Aurum have created this massive, devastating^ powerful ship. 

AURUM CRUISER 

Though referred to as a cruiser; this entity may not consider itself such a ship in Aurum terms, if indeed the Aurum consider it a ship at all! It can cruise through space and above planetary surfaces, however 

AURUM DESTROYER 

This vessel supports Aurum Battleships with additional assault strength. Its massive homing cannons are designed for large targets such as asteroids. Smaller foes such as Pit are better handled by regular Aurum troops. 

AURUM AIRCRAFT CARRIER 

This Aurum ship is similar to a normal aircraft carrier, but instead of fighter planes, it stores, resupplies, and revives combat units. Although, with the Aurum’s mysterious technology, “repair" might be a more appropriate term than “revive.’’ 

RING OF CHAOS 

The Chaos Kin uses the Ring of Chaos to capture Pit’s soul. But while the cursed runes on its surface prevent Pit’s escape, he is able to use sheer willpower to gain control of anyone who wears the ring. 

PETRIFIED PALUTENA 

After Pit defeats the possessed Palutena. the Chaos Kin is unable to escape with the goddess. She turns her body to stone at the last moment so the Chaos Kin can flee into the Chaos Vortex with only her soul. 

ELECTRO TRAP 

Viridi based this device on an earlier model Phosphora developed in her Thunder Cloud Temple. It traps the Chaos Kin, thereby preventing it from escaping battle. Unfortunately, the Chaos Kin is the only enemy it works against 


PRIMA Official Game Guide 


231 















































































Kid Icarus: Uprising Idols (continued) 


1 Name 

Description 

HEART 

This bonus appears after vanquishing enemies. Hearts function as both currency and a mark of devotion to Palutena. Although they aren’t accepted everywhere in Skyworld, hearts possess considerable trade-in value. 

TREASURE BOX 

These boxes aren’t locked, so you can plunder them at will! You can spot a Treasure Box from a distance from the halo hovering over its lid. 

PANDORA’S BOX 

Pandora’s Box is in many ways the exact opposite of a Treasure Box. More often than not these boxes are rigged with traps. But once in a while, they’ll contain a pleasant surprise. If your health is low, it might be better to avoid them. 

TINY BOX 

Raise your hand if you have too much stuff. You can't—no room. You have too much stuff. But here’s a solution: the Tiny Box. It’s a magic device that can actually hold as much as a regular Treasure Box in a fraction of the space! 

GILDED BOMB 

These gilded objects explode when attacked! The small nubs lining the outside are blast caps primed to explode at the slightest impact harming foes but not allies. The trick is waiting for just the right moment to shoot one. 

ROCK BOMB 

When these bombs explode, they send a hail of stone shrapnel flying in all directions. Just attack it and watch the shards fly. Be sure your opponent doesn’t shoot the Rock Bomb first! 

WRECKING BALL 

The Wrecking Ball rolls in the direction it's struck, making it a useful tool for bowling over foes. As a gigantic iron ball, it can be a bit clumsy, but its fearsome destructive power is worth the trouble. 

MEGA MARBLE 

This powerful item hovers in the air; pelting any enemies of its attacker with a storm of damaging fragments. While similar to a Rock Bomb, the Mega Marble’s fragments have the added feature of bouncing off walls. 

RECOVERY ORB 

Palutena crafted this item after seeing Pit drop food one too many times during air battles. While it’s somewhat lacking in potency, it recovers life the moment it’s picked up, making the Recovery Orb a great source of first aid on the go. 

FOOD 

Any textbook will tell you that food found on the street can heal even the worst injuries. While these treats may not look like much, they restore energy immediately, usually in proportion to their calorie count 

DRINK OF THE GODS 

The official beverage of deities, the Drink of the Gods features a sweet taste and bold dose of total health recovery. Down one to instantly recover all of your health. 

DODGE TOKEN 

Who has time to think about dodging in the heat of battle? Not you. that’s who! Equip the Dodge Token to automatically dodge some attacks, provided you’re not in the middle of your own attack. 

IMPACT AMPLIFIER 

Use this item to give your charged shots the ability to knock back foes. If you knock them back far enough, they'll lose their chance to counter! 

POWER-UP DROP 

Power-Up Drops make you invincible against attacks. While its effects aren’t long-lived, this powerful item can turn the tide of a losing battle if used wisely. 

SHRINKY BEAN 

Users who eat these beans are shrunk down to a smaller, harder-to-hit size. Shrinky Beans don’t affect attack power; making them doubly effective. However, being small won’t protect you from wide-ranging attacks, so watch out! 

HAPPY TRIGGER 

The Happy Trigger cuts the wait between charged shots. The ability to fire off a rapid succession is valuable for weapons with long charge times. 

ICY AURA 

This item surrounds its user in a spinning wall of ice that freezes everyone it touches. While this requires you to get close to your foes, it's quite effective! If you’re on the receiving end of this item, quickly slide the Grde Pad in all directions! 

SPEED BOOTS 

These boots boost the foot speed of anyone who wears them. This bonus is short lived, so try to take advantage of it while you can. Though incredibly useful, the Speed Boots’ brevity can make them an inefficient item. 

ELEMENTAL CARDS 

Poison Card, Paralysis Card, Stone Card, Fame Card, Ice Card: Each card imbues your weapon with the indicated status effect. 

BACK SHIELD 

This floating shield appears behind you. defending you from attacks from the back. While it doesn’t help when tackling enemies head-on, it can be a lifesaver in situations where you’re suddenly surrounded. 

SPIKE BALL 

When picked up, this spiky iron sphere spins around you. dealing damage to enemies in its radius. Use it in conjunction with ranged attacks to take out any enemies that try to dodge the Spike Ball. 

DAYBREAK 

This massive 'weapon is made of three parts that can fire a devastating shot when brought together. In Light vs. Dark, parts are shared by a team: whoever picks up the third part gets the Daybreak! 

JUMP MAT 

Race one of these handy mats on the ground, and step on it to jump! They’ re great for reaching otherwise hard-to-reach locations. If you find a Jump Mat in Solo, look for a place to use it nearby! 

KILLER EYE 

A compact movable turret Any who enter its field of vision are showed with a relentless stream of shots. Press the attack button after picking it up to place it in front of you. It can’t attack targets directly behind it though. 

BOOM ROCKET 

These rockets first launch skyward, after some time falling back down and unleashing a massive explosion when they land. The delayed attack makes them a bit tricky to use but effective in areas where foes are likely to gather. 

X BOMB 

X Bombs explode shortly after being thrown, ripping through multiple enemies for massive damage with their cross-shaped blast The orientation of the explosion depends on the direction faced when the bomb is thrown. 

CYCLONE 

The strong winds created by this item pull enemies toward its center Any enemies that reach the Cyclone are damaged and then thrown into the air As an added bonus, they’re also spun around, making it hard for them to aim. 

MEDUSA HEAD 

Calm down: these are just lifelike models of Medusa's head. They fire petrifying beams capable of turning victims to stone. They function a lot like a turret, making the direction of placement an important decision. 

CHOMP TRAP 

A mysterious pit trap that bends both time and space. Those who step on it find themselves in a dimension of pain, continuously taking damage. Chomp Traps are quite devious, which makes them very dangerous. 

CAPTURE CIRCLE 

Those who come into contact with a Capture Grde get temporarily fixed to the spot This doesn't prevent them from attacking or dodging, however so don’t underestimate your prey when using this item! 

GIANT MAKER 

Once placed on the ground, players who walk over this item will be turned into giants. While this effect adds strength, it also makes the user a much bigger target Take extra care when facing opponents using staffs. 

GRENADE 

Once picked up, you can lob this powerful Grenade in the direction of the reticle with your next press of the attack button. The yellow color of the reticle means you can press the attack button to throw an item. 

SMART BOMB 

The blast from this explosive item slowly envelops enemies. While lobbing it at random is effective, try taking advantage of the safe zone in the center of the blast A versatile and deadly addition to any arsenal. 

JUMP BOMB 

This spring-shaped bomb knocks enemies straight into the sky. You can also use it to jump by throwing it at your feet making it the rare item that can be used to enhance both attacks and movement 

BOOM SPEAR 

This fearsome attack item is armed with an explosive tip that unleashes a powerful blast after it skewers enemies. Its strong homing ability often helps it find a target even when the Boom Spear is thrown at random. 

BOUNCY BOMB 

This bomb slowly bounces off surfaces. While it’s unpredictable, a Bouncy Bomb keeps going after hitting walls, making it effective in dosed-in spaces. Try sending it around blind comers as a precaution! 

EGGPLANT BOMB 

This bomb contains the essence of the Eggplant Wizard's dark magic. Victims of this item are temporarily transformed into eggplants. Once requiring a visit to the hospital to cure, this condition thankfully now wears off over time. 

TEMPURA BOMB 

What’s the worst thing about being turned into fried shrimp? Getting eaten? The embarrassment? Not being able to attack your foes? If the last one, watch out for the Tempura Bomb, because that’s exactly what it does! 

LIGHTNING OF JUDGMENT 

It’s said the lightning gods created the Lightning of Judgment as a way of blowing off a little steam. The item shoots spears of electricity, dealing damage to all enemies within its storm. Super effective in Solo and Together mode. 

ATLAS FOOT 

Just as the Atlas Oub was created to look like a giant’s arm, the Atlas Foot item calls forth a gigantic foot that stomps the earth in front of its user, crushing enemies. Sadly, this item isn’t the actual foot of the famous Adas. 

CENTURION ASSIST 

This small item looks exactly like one of Palutena’s centurions. However; it has no will of its own and hovers around its users, shooting enemies with pinpoint accuracy. This mates it a great source of extra firepower. 

SPEEDY BOX 

Speedy Box is a Treasure Box that runs away whenever someone tries to open it This makes it a good way to protect treasure from thieves and, unfortunately, the treasure’s owners. Shoot it to halt its escape. 
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Kid Icarus: Uprising Idols (continued) 


II Name 

Description 

BOUNCY BOX 

Bouncy Box is a Treasure Box with a strange security feature: it jumps away whenever someone tries to open it! While this is known to jumble contents, it still makes the box a popular practical-joke choice. 

POISON CLOUD 

The poison mist that billows from this magic urn comes from a noxious, lifeless swamp. While it's not flashy, it has a wide range, and anyone who steps in its putrescent fog will be assaulted by damaging toxins. 

DEMON VINE 

This species of vine grows instantly, blocking creatures and attacks with its tangled tendrils This makes Demon Vines perfect for erecting barriers to block foes and seal enemies off in corners. 

THAT FIRST TOWN 

The first town to be attacked by the resurrected Undeiworld Army. Despite the speed of Medusa's invasion, Pit and Palutena are able to protect the people from any major damage and defeat Twinbellows in their coliseum. 

DARK LORD GAOL’S CASTLE 

This hastily constructed castle acts as the base of operations for the Underworld Army's invasion of the surface world. Here Gaol is entrusted with the job of strategizing and dispatching forces across the land. 

THAT BURNING TOWN 

This town is damaged during the Underworld Army's two-pronged assault on the surface world and Skyworld. It is in this dty Pit fights the two remaining Hewdraw heads hiding since their last defeat 

REAPER FORTRESS 

In the center of Reaper Valley sits this terrifying home of the Reapers and their leader Great Reaper Intended to be a central hub for spirits traveling to the Underworld, it has become a buffet of literal soul food for the hungry villain. 

LABYRINTH OF DECEIT 

Ruled by Pandora, this confusing construct is where many Underworld soldiers are coming from. The Labyrinth of Deceit is hidden in a space pocket until the fall of the Great Reaper breaks its magic seal. 

TEMPLE RUINS 

This forgotten place of worship sets the stage for the showdown between Pit and Dark Pit. It’s said that this once-beautiful temple fell to ruin when the civilization that built it was decimated by a terrible drought 

SEAFLOOR PALACE 

Thanatos’s high-security fortress at the bottom of the sea. It’s connected to the Underworld, allowing forces to be sent to the surface via bubble transport Poseidon helps Pit infiltrate the Seafloor Palace by parting the ocean. 

SPACE PIRATE SHIP 

The Space Pirates use this spiffy ship to rob constellations as they travel the Galactic Sea. The blade on the bow cuts the constellation's cords, and the anchor snatches up the stars. Stored belowdecks, stars are sold or used for fuel. 

UNDERWORLD CASTLE 

This looming castle appears at the time of Medusa’s arrival, eclipsing all in its shadow. The goddess of the Underworld calls this foul fortress her home, lurking behind impregnable walls guarded by the Underworld Gatekeeper 

PHOENIX MOUNTAIN 

This mountain in the volcanic region is home to the legendary Phoenix. Human life can't survive in this area's blistering heat In fact only thanks to Palutena's power of cooling can Pit survive the harsh climate here. 

RESET BOMB FOREST 

Reset Bombs were created by Viridi to wipe out mankind. The first to be dropped detonates directly above a war-ravaged battlefield. The skeletons of human structures could still be seen, overgrown by a web of branches. 

RESET BOMB DEPOT 

The Reset Bomb Depot hovers in the air, creating Reset Bombs like a plant producing seeds. While there were once three Reset Bomb Depots, all are eventually destroyed by enemies of the goddess Viridi. 

LUNAR SANCTUM 

A moon-inspired temple ruled by Arlon the Serene. Normally it acts like a new moon, hidden in the night sky. But when Palutena discovers it, it shines like a full moon, opening up to fire a devastating laser at Pit 

THUNDER CLOUD TEMPLE 

An electrically charged temple located in a storm. Although it's a perfect match for Phosphora, she’s only a recent resident The actual founder and original inhabitant of the Thunder Qoud Temple was a thunder god. 

AURUM ISLAND 

The Aurum travel with vast floating islands like this one. Similar to how bees gather pollen, the Aurum harvest material from worlds to create even more islands. This gives each island a strange, patchwork look. 

AURUM HIVE 

This space base serves as a hive for Aurum battleships. The Aurum harvest resources from conquered worlds and deposit them in the Aurum Hive to be used in the production of the ships that guard the Aurum as they travel. 

AURUM BRAIN FORTRESS 

This spacefaring fortress houses the Aurum Brain, which is responsible for controlling every aspect of the Aurum, from combat troops to floating islands. The fortress is extremely massive, housing formidable defenses. 

DECIMATED TOWN 

In the three years that Pit is imprisoned in the Ring of Chaos, this once-thriving town becomes a shadow of its former self. Until Pit’s return, the stalemate between Viridi, the Underworld, and Palutena prevents all-out war 

DESTROYED SKYWORLD 

A ravaged Skyworld. laid defenseless after repeated assaults by the Underworld Army. While it could be restored to its original splendor Palutena has delayed all repairs in favor of putting her minions on the front lines of battle. 

PALUTENA’S TEMPLE 

This Skyworld temple is the starting point for Pit's missions. Palutena’s Temple is surrounded by a powerful force field that protects it from enemy attacks. The size of this force field can be adjusted, althoug it gets weaker the further it’s 
stretched. 

ANGEL CANNON 

A transport device used by the gods and capable of delivering all manner of objects over long distances with a single booming shot The Angel Cannon launches Pit across the sky into the Lightning Chariot Base. 

UGHTNING CHARIOT BASE 

Home to the Lightning Chariot this realm exists in silence at the sky's end. In addition to its colossal tower, the Lightning Chariot Base also features broad courses used by the Chariot Masterto make practice runs. 

THE CHAOS VORTEX 

The Chaos Vortex is the home of the vicious Chaos Kin. A bizarre dimension not governed by the physical laws of our world, one inch here is somehow a mile there. This mysterious tear in space is truly a glimpse into another world. 

REWIND SPRING 

Any creature that soaks in the Rewind Spring can roll back the effects of time. And at first glance it does seem like the spring reverses aging, thereby bestowing immortality. Yet those who stay fortoo long may find their entire lives erased. 

HADES’S BELLY 

Though called Hades’s Belly, this strange place is in an entirely different dimension than Hades. So while it shares a link of sorts with the evil god, it seems that destruction inside the belly barely affects Hades himself. 

DYNTOS’S WORKSHOP 

The stronghold and workshop of Dyntos, the god of the forge. A variety of items are produced here, from weapons to vehicles. It’s divided into red, green, and blue areas that can be reconfigured to meet a variety of needs. 

FINAL BATTLEGROUND 

The site of the final battle between Pit and Hades. Beginning in the depths of the Underworld and ending in the Overwork!, this climactic clash drives our hero to the breaking point. But when the curtain falls, Pit is victorious. 
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EXTRAS 








II Objective 

Reward 

Acquire an arm. 

Power: Hominq Boost Lv. 1 

Chapter 7: Defeat Thanatos in Crisis mode. 

Power: Darkness Lv. 1 

Play Far Away in Toqether mode. 

Power: Effect Recovery Lv. 1 

Collect over 10,000 hearts. 

Weapon: Anqel Bow 

Chapter 5: Clear this chapter within 18 minutes. 

Music: Into the Labyrinth (Ch. 5) 

Become an anqel in Liqht vs. Dark. 

Staqe Unlocked: Rail Temple 

Chapter 5: Defeat Pandora without letting Dark Pit get taken 
down. 

Power: Confuse Attack Lv. 1 

Achieve a high score of 100,000. 

Hearts: 500 

Use Fuse Weapons to create a weapon. 

Hearts: 300 

Chapter 9: Clear this chapter within 28 minutes. 

Weapon Unlocked: Palutena Blade 

Charge through and defeat 5 enemies before disembarking the 
Exo Tank. 

Idol: Mega Mussel 

Chapter 6: Defeat Dark Pit and clear this chapter while in Crisis 
mode. (Intensity 5.0 or higher) 

Music: Ch. 6: Dark Pit 

Acquire a bow. 

Idol: Shock Orbitars 

Chapter 3: Clear this chapter within 10 minutes. 

Power: Brief Invincibility Lv. 1 

Chapter 1: Clear this chapter within 7 minutes. 

Power: Autoreticle Lv. 1 

Chapter 2: Clear this chapter within 13 minutes. 

Power: Lightweight Lv. 1 

Defeat Twinbellows with the Insight Staff. 

Idol: Spike Ball 

Buy 30 weapons. 

Idol: Viper Blade 

Use 10 items. 

Hearts: 500 

Chapter 2: Clear this chapter with maximum health. (Intensity 

2.0 or higher) 

Idol: Steatth Claws 

Acquire claws. 


Narrowly avoid a total of 5 shots in Air Battles. 

Feather 

Chapter 5: Gear the chapter without dying. (Intensity 5.0 or 
hiqher) 

Weapon: Predator Cannon 

Recover onto your feet from a knockback 10 times. 

Stage Unlocked: Forqotten City 

Perform a total of 50 dodges. 

Idol: Volcano Arm 

Defeat 500 enemies. 

Power: Poison Attack Lv. 1 

Chapter 2: Defeat Gaol without letting Magnus get taken down. 
(Intensity 5.0 or hiqher) 

Music: Magnus's Theme 

Acquire an Idol. 

Hearts: 100 

Chapter 4: Clear this chapter within 17 minutes. 


Get finished 5 times. 


Chapter 8: Destroy 200 enemies and clear the chapter. (Intensity 
5.0 or hiqher) 

Weapon: Lancer Staff 

Acquire a club. 

Hearts: 300 

Chapter 7: Gear the staqe using claws. (Intensity 5.0 or higher) 

Weapon: Stealth Claws 

Put over 10,000 hearts into the Fiend's Cauldron. 

Weapon: Fairy Orbitars 

Dismantle 50 weapons. 

Feather 

Acquire orbitars. 

Power: Quick Charqe Lv. 1 

Chapter 6: Clear this chapter within 12 minutes. 

Power: Tirelessness Lv. 1 

Fuse weapon qems. 

Hearts: 500 

Clear chapters 5 times. 

Hearts: 500 

Defeat your first Souflee. 

Idol: Monolith 

Use 10 Special Attacks. 

Weapon: Pudqy Palm 

Achieve a total score of 500,000. 

Idol: Boom Spear 

Buy a weapon. 


Defeat the Great Reaper with the Cursed Palm. 

Idol: Great Reaper Palm 

Defeat Pandora with the Stealth Claws. 

Idol: Girin 

Play Nearby in Toqether mode. 

Hearts: 100 

Play Free-for-AI110 times. 

Stage Unlocked: 

Twilight Stratosphere 

Play Liqht vs. Dark. 

Idol: Liqht Fiqhter 

Find the Gemini Zodiac Chamber and take its treasure. 

Weapon Unlocked: Gemini Orbitars 

Chapter 2: Clear this chapter within 10 minutes. 

Weapon: Fortune Bow 

Acquire 10 powers. 

Staqe Unlocked: Spiral Tower 

Use a power 

Hearts: 100 

Chapter 3: Clear this chapter within 13 minutes. 

Music: That Burninq Town (Ch. 3) 

Play Toqether mode. 

Idol: Somewhat Staff 

Chapter 7: See all of Thanatos's forms before clearing the 
chapter. 

Weapon: Bowl Arm 

Create your first weapon qem. 

Hearts: 100 

Chapter 6: Clear this chapter within 15 minutes. 

Power: Explosive Flame Lv. 1 

Chapter 1: Clear this chapter within 4 minutes. 

Power: Crisis Recovery Lv. 1 

Acquire 20 weapons. 

Idol: Brawler Claws 

Acquire a cannon. 

Idol: Wrecking Ball 

i__ 


| Objective 

Reward 

Assemble Daybreak. 

Item Unlocked: Giant Maker 

Successfully perform a melee attack while riding a grind rail. 

Hearts: 300 

Chapter 4: Clear this chapter within 14 minutes. 

Power: Meteor Shower Lv. 1 

Defeat 10 enemies with the Cherubot’s melee attack before 
disembarking. 

Idol: Reaper 

Chapter 3: Defeat Hewdraw Reborn while in Crisis mode. 

(Intensity 5.0 or higher) 

Power: Weak-Point Reticle Lv. 1 

Get over 500 hearts by converting weapon qems. 


Find the Leo Zodiac Chamber and take its treasure. 

Weapon Unlocked: Leo Cannon 

Defeat your first boss. 

Music: Boss Fight 1 

Perform 100 melee attacks. 

Power: Sky Jump Lv. 1 

Dismantle 10 weapons. 

Weapon: Cursed Palm 

Have 5,000+ hearts in your possession. 

Feather 

Fuse weapon gems 10 times. 


Chapter 9: Collect 8,500 or more hearts and clear the chapter 
(Intensity 5.0 or hiqher) 

Power: Bumblebee Lv. 1 

Acquire 5 different blades. 

Power: Mega Laser Lv. 1 

Have a weapon stolen by a Pluton 

Idol: Snonq 

Get turned into an eggplant 5 times. 

Power Unlocked: Eggplant Attack 

Find the Taurus Zodiac Chamber and take its treasure. 

Weapon Unlocked: Taurus Arm 

Find the Cancer Zodiac Chamber and take its treasure. 

Weapon Unlocked: Cancer Claws 

Acquire 15 different weapons. 

Power: Paralyze Attack Lv. 1 

Chapter 8: Clear this chapter within 17 minutes. 

Weapon: Jetstream Orbitars 

Perform an Idol toss. 

Power: Celestial Firework Lv. 1 

Fire a total of 1,000 shots. 

Weapon: Darkness Bow 

Chapter 5: Clear this chapter within 15 minutes. 

Power: Health Recovery Lv. 2 

Acquire a staff. 

Idol: Grenade 

Play for more than 10 hours. 

Feather 

Use Fuse Weapons to create 20 weapons. 

Hearts: 5000 

Defeat Dark Lord Gaol with the Burst Blade. 

Idol: Magnus 

Play Free-for-AII. 

Hearts: 300 

Chapter 1: Destroy 100 enemies and clear the chapter 

Power: Land Mine Lv. 1 

Use the Centurion Assist item 10 times. 

Hearts: 1500 

Defeat an opponent in Together mode. 

Item Unlocked: Capture Circle 

Defeat the Kraken with the Bullet Blade. 

Idol: Space Pirate Captain 

Exceed 3,000 points on the Practice Range (Air Battle) damage 
counter. 

Hearts: 1000 

Play a chapter on Intensity 9.0. 


Find the Sagittarius Zodiac Chamber and take its treasure. 

Weapon Unlocked: Sagittarius Bow 

Defeat Dark Pit with the Paw Pad Orbitars. 

Idol: Ore Qub 

Get finished 20 times. 

Hearts: 3000 

Acquire a weapon valued at over 200. 


Chapter 7: Clear this chapter within 15 minutes. 

Power: Super Armor Lv. 1 

Chapter 9: Clear this chapter within 36 minutes. 

Music: Underworld Castle (Ch. 9) 

Open a treasure box. 

Hearts: 100 

Chapter 1: Collect 1,000 or more hearts and clear the chapter. 

Idol: Mik 

Use the Centurion Assist item. 

Power: Counter Lv. 1 

Get finished. 

Hearts: 100 

Chapter 5: Clear this chapter using a staff. (Intensity 2.0 or 
hiqher) 

Weapon: Somewhat Staff 

Acquire a palm. 

Idol: That First Town 

Chapter 2: Clear this chapter using orbitars. 

Weapon: Eyetrack Orbitars 

Achieve victory in Light vs. Dark. 

Idol: Pit 

Chapter 9: Destroy the Underworld Gatekeeper’s guns and clear 
the chapter. 

Music: Underworld Gatekeeper 
(Ch. 9) 

Chapter 8: Clear the chapter with a score of 180,000 or hiqher. 

Music: Ch. 8: The Space-Pirate Ship 

Chapter 8: Clear this chapter within 20 minutes. 

Weapon Unlocked: Poseidon 

Cannon 

Perform weapon-gem trades with 10 people. 


Rank 1 st in a Free-for-AII match. 

Weapon: Royal Blade 

Defeat 5 enemies with the Aether Ring shield before disem¬ 
barking. 

Idol: Collin & Phil 

Defeat Hewdraw Reborn with the Bomber Arm. 

Power: Energy Charqe Lv. 1 

Defeat Thanatos with the Volcano Arm. 

Weapon: Thanatos Staff 

Defeat an angel in Liqht vs. Dark. 

Staqe Unlocked: Cave of Spirits 

Chapter 7: Clear this chapter within 18 minutes. 

Music: At the Seafloor Palace 
(Ch. 7) 

Chapter 4: Gear this chapter usinq a club. (Intensity 5.0 or hiqher) 

Music: Reaper Fortress (Ch. 4) 

Get turned into an eqqplant. 

Item Unlocked: Eggplant Bomb 
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I Objective 

Reward 1 

I Objective 

Reward 1 

Acquire a palm with a melee-defense modifier 


Find the Libra Zodiac Chamber and take its treasure. 

Power Unlocked: Libra Sponqe 

Open 50 treasure boxes. 

Weapon: Electroshock Arm 

Acquire 50 weapons. 

Hearts: 5000 

Rank 1st in a Free-for-AII match 5 times. 

Idol: Ball Cannon 

Achieve a total score of 2,000,000. 


Chapter 23: Gear this chapter usinq a club. (Intensity 5.0 or hiqher) 

Weapon: Ore Club 

Acquire 5 different cannons. 

Power: Quick Charqe Lv. 3 

Collect 100 different Idols. 

Power: Power Thief Lv. 1 

Perform 300 melee attacks. 

Idol: Three Sacred Treasures 

Chapter 10: Gear the chapter with a score of 200,000 or higher. 

Weapon: Burning Palm 

Chapter 16: Clear this chapter using claws. 

Weapon Unlocked: Aurum Orbitars 

(Intensity 5.0 or hiqher) 

Play Far Away in Toqether mode 10 times. 

Weapon: Ball Cannon 

Have 50,000+ hearts in your possession. 

Weapon: Hedqehoq Claws 

Chapter 15: Clear this chapter within 17 minutes. 

Weapon Unlocked: Aurum Club 

Clear all chapters on Intensity 5.0 or hiqher 

Hearts: 50000 

Defeat 5 Rare Treasurefish. 

Idol: Treasurefisn 

Gear chapters 50 times. 

Feather 

Acquire 5 different bows. 

Power: Freeze Attack Lv. 2 

Acquire a cannon with an evasion modifier. 

Weapon: Fireworks Cannon 

Defeat Craqalanche with the Poseidon Cannon. 

Idol: Reset Bomb 

Chapter 20: Gear this chapter within 15 minutes. 

Music: Ch. 20: Palutena's Temple 

Acquire a blade with a weakeninq modifier 

Feather 

Chapter 21: Clear this chapter within 17 minutes. 

Power: Item Vacuum Lv. 2 

Chapter 21: Capture the Chaos Kin 5 times with an electro trap. 

Weapon: Doom Cannon 

Find the Capricorn Zodica Chamber and take its treasure. 

Weapon Unlocked: Capricorn Club 

Fire a total of 20,000 shots. 


Acquire an arm with a knonckback-defense modifier 

Hearts: 2000 

Defeat Phosphora with the Meteor Bow. 

Weapon: Phosphora Bow 

Get over 3,000 hearts by convertinq weapon qems. 

Weapon: Crusher Arm 

Defeat 10 enemies with the Aether Ring shield before disem- 

Weapon: Halo Club 

Chapter 19: Clear this chapter within 25 minutes. 

Music Liqhtninq Chariot Base (Ch. 19) 

barking (Intensity 5.0 or hiqher) 

Chapter 13: Clear this chapter within 22 minutes. 

Music: Ch. 13: The Lunar Sanctum 

Defeat 50 bosses. 

Power Unlocked: Trade-off 

Chapter 16: Destroy 230 enemies and clear the chapter. 

Weapon: Laser Staff 

Acquire 100 powers. 

Power Unlocked: Random 

(Intensity 5.0 or hiqher) 

Perform an Idol toss 50 times. 


Chapter 12: Clear this chapter within 20 minutes. 

Power: Shake Attack Lv. 1 

Chapter 15: Clear this chapter with full health. (Intensity 5.0 or 

Music: Aurum Island (Ch. 15) 

Chapter 16: Gear this chapter without switching grind rails during 

Weapon Unlocked: Aurum Palm 

hiqher) 

the Aurum Generator battle. 

Execute 500 dodqes. 

Power: Invisible Shots Lv. 1 

Chapter 3: Take out two of Hewdraw's heads at once. 

Power: Tirelessness Lv. 2 

Chapter 18: Clear this chapter with a score of 150,000 or hiqher. 

Music: Doq's Theme (Ch. 18) 

Defeat your first Rare Treasurefish. 

Hearts: 4000 

Chapter 17: Clear this chapter within 18 minutes. 

Music: Ch. 17: The Aurum Brain 

Defeat 25 bosses. 

Weapon: Babel Club 

Chapter 20: Gear this chapter without dyinq. (Intensity 5.0 or hiqher) 

Idol: Iqniot 

Chapter 25: Fully charge the gauge that causes Medusa to 

Idol: Medusa vs. Hades 

Use 50 Special Attacks. 

Feather 

appear within 25 seconds. 

Acquire orbitars with a modifier for a backward-dash charqed shot 

Weapon: Paw Pad Orbitars 

Chapter 10: Clear this chapter usinq a staff. 

Music: Phoenix Mountain (Ch. 10) 

Chapter 10: Clear this chapter within 14 minutes. 

Feather 

Chapter 14: Clear this chapter within 17 minutes. 

Idol: Phosphora 

Put over 50,000 hearts into the Fiend's Cauldron. 

Idol: Parashooter 

Find the Pisces Zodiac Chamber and take its treasure. 

Power Unlocked: Pisces Heal 

Chapter 22: Clear this chapter within 12 minutes. 

Music: Ch. 22: Scorched Feathers 

Chapter 25: Clear this chapter within 15 minutes. 

Weapon Unlocked: Boom Orbitars 

Find the Aries Zodiac Chamber and take its treasure. 

Power Unlocked: Aries Armor 

Create 30 weapon gems. 

Weapon: Optical Blade 

Acquire a club with a stamina modifier 

Hearts: 1000 

Achieve a hiqh score of 500,000. 

Weapon: Dynamo Cannon 

Find the Aquarius Zodiac Chamber and take its treasure. 

Weapon Unlocked: Aquarius Blade 

Perform weapon-qem trades with 30 people. 

Idol: Fiqhter 

Defeat 10 opponents in Toqether mode. 

Item Unlocked: Chomp Trap 

Acquire 5 different arms. 

Power: Transparency Lv. 2 

Chapter 24: Clear this chapter within 16 minutes. 


Use 50 items. 


Destroy a vehicle with another vehicle. 

Hearts: 1000 

Chapter 15: Destroy 8 of the Aurum Core's quns. 

Weapon Unlocked: Aurum Blade 

Get turned into a tempura. 

Item Unlocked: Tempura Bomb 

Chapter 22: Clear the chapter without dying (Intensity 5.0 or hiqher) 

Weapon Unlocked: Viridi Claws 

Narrowly avoid a total of 25 shots in Air Battles. 

Weapon: Guardian Orbitars 

Achieve 10 victories in Liqht vs. Dark. 


Chapter 24: Clear this staqe with full health. 

Music: Ch. 24: The Three Trials 

Chapter 24: Beat Gaol before Magnus, without hitting Magnus. 

Weapon: Gaol Blade 

Chapter 13: Gear this chapter without dyinq. (Intensity 5.0 or hiqher) 

Idol: Viridi 

(Intensity 5.0 or hiqher) 

Play Toqether mode 100 times. 


Acquire 50 different weapons. 

Power: Heart Booster Lv. 2 

Acquire a bow with a shot-cancellation modifier. 

Weapon: Crystal Bow 

Acquire 5 different clubs. 

Power: Invisible Shots Lv. 2 

Chapter 11: Clear this chapter without taking damage. (Intensity 
2.0 or hiqher) 

Hearts: 8000 

Defeat 20 Souflees. 

Weapon: Atlas Club 

Get turned into tempura 5 times. 

Power Unlocked: Tempura Attack 

Exceed 8,000 points on the Practice Range (Air Battle) damage 

Hearts: 3000 

Defeat the Chaos Kin with the Anqel Bow. 


counter. 

Acquire 5 different claws. 

Power: Heavenly Liqht Lv. 2 

Chapter 23: Clear this chapter within 14 minutes. 

Music Ch. 23: Lord of the Underworld 

Chapter 17: Defeat 280 enemies and clear this chapter. 

Hearts: 2000 

Play for more than 50 hours. 

Hearts: 5000 

Chapter 17: Defeat Aurum Pyrrhon and clear the chapter while 

Weapon Unlocked: Aurum Bow 

Chapter 22: Destroy 3 mirrors in the fiqht with Amazon Pandora. 

Idol: Sio 

in Crisis mode. 

Chapter 11: Clear this chapter within 14 minutes. 

Music: Ch. 11: Viridi, Goddess of 

Acquire claws with a shot-defense modifier. 

Weapon: Artillery Gaws 

Nature 

Chapter 11: Defeat Craqalanche without any damaqe to its butt. 

Power: Paralyze Attack Lv. 2 

Defeat Arlon with the Guardian Orbitars 


Chapter 12: Clear the chapter with full health. 

Music Reset Bomb Depot Interior (Ch. 12) 

Find the Scorpio Zodiac Chamber and take its treasure. 

Weapon Unlocked: Scorpio Staff 

Acquire a staff with a runninq-speed modifier. 

Idol: Medusa (Battle) 

Play Toqether mode 10 times. 


Chapter 18: Clear this chapter within 16 minutes. 

Idol: Claxis 

Chapter 23: Defeat Hades's Heart with a dash melee attack. 

Idol: Hades's Belly 

Chapter 14: Destroy 230 enemies and clear the chapter. 

Music: Ch. 14: Liqhtninq Battle 

Charge through and defeat 15 enemies before disembarking the 

Hearts: 3000 

Play Liqht vs. Dark 10 times. 

Hearts: 500 

Exo Tank. (Intensity 5.0 or hiqher) 

Ray Nearby in Toqether mode 10 times. 

Power: Jump Glide Lv. 2 

Chapter 18: Clear this stage using orbitars. (Intensity 5.0 or 


Ray Free-for-AII 20 times. 

Idol: Drink of the Gods 

higher) 


Acquire 5 different palms. 

Weapon Unlocked: Viridi Palm 

Chapter 19: Defeat the Chariot Master and clear the chapter in 

Weapon Unlocked: Centurion 

Use powers 50 times. 

Power: Reflect Barrier Lv. 2 

Crisis mode. 

Orbitars 

Acquire 5 different orbitars. 

Power: Weak-Point Reticle Lv. 2 

Chapter 16: Clear this chapter within 16 minutes. 

Music: In the Aurum Hive (Ch. 16) 

Collect over 150,000 hearts. 

Feather 

Defeat 20 enemies with the Cherubot's melee attack before 

Idol: Atlas Foot 

Chapter 21: Destroy 240 enemies and clear this chapter 

Music: Ch. 21: The Chaos Vortex 

disembarking. (Intensity 5.0 or hiqher) 

(Intensity 5.0 or higher) 

Find the Virgo Zodiac Chamber and take its treasure. 

Weapon Unlocked: Virqo Palm 

Acquire 5 different staffs. Power: Rayinq Dead Lv. 1 

Chapter 13: Defeat Arlon with a dash melee attack. (Intensity 5.0 

Idol: Bumpety Bomb 

Defeat 3,000 enemies. 

Power Unlocked: Instant Death 

or hiqher) 

Attack 

Recover onto your feet from a knockback 50 times. 

Weapon: Crusader Blade 
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EXTRAS 


Hades’s Treasure Hunt 


II Objective 

Reward 

1 Objective 

Reward 

Use 150 Special Attacks. 

Idol: Orne 

Acquire all arms. 

Power: Weaken Attack Lv. 3 

Collect all Zodiac Chamber powers. 


Acquire a weapon valued at over 300. 

Idol: Aurum Brain 

Collect over 1,000,000 hearts. 

Idol: Petrified Palutena 

Chapter 13: Clear this chapter usinq a palm. (Intensity 9.0) 

Weapon: Midniqht Palm 

Chapter 2: Defeat Gaol with a dash melee attack. (Intensity 5.0 or hiqher) 

Idol: Maqmoo 

Exceed 15,000 points on the Practice Range (Air Battle) damage 
counter. 

Hearts: 9000 

Chapter 16: Gear this stage using a cannon. (Intensity 7.5 or higher) 

Idol: Fairy Orbitars 

Chapter 10: Clear this chapter within 9 minutes. 

Power: Spite Lv. 3 

Defeat 100 opponents in Toqether mode. 

Power: Interference Lv. 3 

Buy 100 weapons. 

Weapon: Knuckle Staff 

Achieve 30 victories in Light vs. Dark. 

Power Unlocked: Warp 

Chapter 18: Clear this chapter within 14 minutes. 

Hearts: 15000 

Collect 350 different Idols. 

Idol: Medusa (Monster) 

Defeat the Phoenix with the Doom Cannon. 

Feather 

Chapter 16: Collect 40,000 or more hearts and clear this chapter 
(Intensity 9.0) 

Weapon: Sonic Cannon 

Recover onto your feet from a knockback 100 times. 

Weapon: End-All Arm 

Play Nearby in Together mode 50 times. 

Feather 

Chapter 17: Clear this chapter within 18 minutes. (Intensity 7.5 
or hiqher) 

Weapon: Upperdash Arm 

Acquire all palms. 

Weapon: Ninja Palm 

Acquire a Hewdraw Club with a melee-combo modifier. 

Hearts: 5000 

Chapter 17: Clear the chapter without losing any centurion 
strongarms. (Intensity 5.0 or higher) 

Idol: Angel Cannon 

Acquire Raptor Claws with a status-resistance modifier. 

Idol: Cellular Skuttler 

Acquire all bows. 

Idol: Palutena 

Chapter 15: Qear this chapter using a cannon. (Intensity 9.0) 

Weapon: Rail Cannon 

Use 100 items. 

Weapon: Cutter Palm 

Chapter 25: Gear this chapter within 15 minutes. (Intensity 7.5 
or hiqher) 

Idol: Knuckle Staff 

Fire a total of 50,000 shots. 

Weapon: Drill Arm 

Chapter 21: Defeat the Chaos Kin without letting Dark Pit get 
taken down. 

Power: Slip Shot Lv. 2 

Acquire all staffs. 


Clear all chapters on Intensity 9.0. 

Hearts: 999999 

Clear Boss Battle mode on NORMAL 

Idol: Hades (Battle) 

Collect all in-qame Idols. 

Weapon: First Blade 

Defeat 50 Souflees. 

Idol: Crusader Blade 

Chapter 13: Clear this chapter within 13 minutes. 

Idol: Mudrone 

Achieve a hiqh score of 1,000,000. 

Idol: Drill Arm 

Chapter 20: Gear this chapter within 8 minutes. 

Hearts: 15000 

Chapter 22: Clear this chapter within 11 minutes. (Intensity 7.5 
of hiqher) 

Power: Virus Lv. 3 

Chapter 12: Knock all the Guards into the trench simultaneously. 

Idol: Kraken Arm 

Chapter 19: Gear this chapter within 17 minutes. 

Weapon: Skyscraper Club 

Chapter 11: Clear this chapter within 9 minutes. 


Play Far Away in Toqether mode 50 times. 

Power: Random Effect Lv. 2 

Chapter 23: Destroy 150 enemies and clear this chapter 
(Intensity 9.0) 

Idol: Rock Bomb 

Acquire Guardian Orbitars with a health modifier. 

Hearts: 3000 

Have 300,000+ hearts in your possession. 

Idol: Dark Fiqhter 

Play for more than 100 hours. 

Hearts: 20000 

Open 150 treasure boxes. 

Feather 

Chapters Destroy 200 enemies and dear the chapter (Intensity 9.0) 

Idol: Suit of Skuttler 

Clear Boss Battle mode on HARD. 

Idol: Great Sacred Treasure (Mech Armor) 

Defeat 10 Rare Treasurefish. 

Idol: Rare Treasurefish 

Aquire a Bowl Arm with an in-peril autododqe modifier. 

Idol: Violet Palm 

Chapter 14: Defeat Phosphora within 30 seconds. 

Power: Angelic Missile Lv. 3 

Use Fuse Weapons to create 50 weapons. 


Chapter 5: Destroy 220 enemies and clear the chapter (Intensity 
7.5 or hiqher) 

Idol: Ninja Palm 

Chapter 3: Clear this chapter usinq a blade. (Intensity 9.0) 

Feather 

Acquire all blades. 

Power: Black Hole Lv. 3 

Chapter 15: Clear this chapter within 10 minutes. 


Chapter 19: Defeat the Chariot Master with a melee attack. 


Chapter 1: Defeat Twinbellows before it can roar once. 

Hearts: 8000 

Defeat the Aurum Core with the Ancient Staff. 


Chapter 21: Clear this chapter within 14 minutes. 

Idol: Aurum Bow 

Chapter 23: Gear this chapter within 11 minutes. 

Idol: Brawny Claws 

Chapter 16: Clear this chapter within 11 minutes. 

Hearts: 15000 

Chapter 8: Clear the chapter without taking any damage. 

(Intensity 2.0 or hiqher) 

Weapon: Earthmaul Club 

Achieve a total score of 15,000,000. 

Idol: Vakloom 

Chapter 19: Clear the chapter usinq a club. (Intensity 9.0) 

Idol: Raptor Claws 

Acquire all cannons. 

Idol: Juqqernaut 

Collect all Zodiac Chamber weapons. 

Power Unlocked: Fortune's Jukebox 

Chapter 14: Gear this chapter without taking any damage. 
(Intensity 2.0 or hiqher) 

Weapon: Shock Orbitars 

Acquire all orbitars. 

Idol: Shadow Pit 

Chapter 11: Clear the chapter usinq an arm. (Intensity 9.0) 

Idol: Thanatos (Transformations 2) 

Acquire all claws. 

Weapon: Brawler Claws 

Defeat Maqnus with the Maqnus Club. 

Music: Boss Fiqht 2 

Acquire every weapon. 

Idol: Daybreak 

Chapter 6: Clear the chapter usinq a bow. (Intensity 9.0) 


Clear chapters 30 times. 

Power Unlocked: Super Speed 

Acquire a Dark Pit Staff with a full-heafth boost modifier 

Idol: Black Club 

Oiapter 9: Gear the chapter without usinq the Three Sacred Treasures. 

Weapon: Oqre Club 

Score 100 or more hits durinq the game credits. 

Idol: Final Strike 

Dismantle 100 weapons. 

Idol: Doq 

Chapter 20: Defeat the Chaos Kin without hitting Palutena. 


Chapter 12: Gear this chapter within 11 minutes. 

Idol: Trailtail 

Defeat 100 bosses. 

Music: Hades's Infernal Theme 

Clear Boss Battle mode on EASY 

Boss Battle: Intensity Unlocked 

Narrowly avoid a total of 50 shots in Air Battles. 

Idol: Thanatos (Transformations 1) 

Chapter 22: Defeat the Soul-Eatinq Monster. 


Acquire all clubs. 

Weapon: Black Club 

Acquire an Aurum Palm with a shaking modifier. 

Idol: Souflee 

Chapter 14: Clear this chapter within 10 minutes. 

Hearts: 15000 

Acquire a Leo Cannon with an item-attack modifier. 

Idol: Dark Pit 

Acquire 100 weapons. 


Chapter 24: Beat the Great Sacred Treasure without taking any damaqe. 

Idol: Great Sacred Treasure (Pursuit) 

Chapter 10: Defeat the Phoenix while in the air above the platform. 

Hearts: 10000 

Perform 100 Idol tosses. 

Power: Freeze Attack Lv. 3 

Chapter 10: Destroy 220 enemies and clear this chapter. 

(Intensity 9.0) 

Weapon: Phoenix Arm 

Acquire all powers. 

Idol: Girl 

Chapter 3: Beat Hewdraw Reborn without hitting any purple balls 
of light. (Intensity 7.5 or hiqher) 

Idol: Underworld Gatekeeper 

Chapter 20: Clear this chapter using a bow. (Intensity 9.0) 

Idol: Qobbler 

Defeat Aurum Pyrrhon with the Maqnus Club. 

Idol: Booqity 

Perform 1,000 melee attacks. 

Feather 

Acquire a Palutena Bow with a heart-bonus modifier. 

Idol: Shulm 

Chapter 4: Defeat the Great Reaper without climbing to the 
second floor. 


Chapter 19: Defeat the Chariot Master while in the lead on the 
chariot track. 

Idol: Lightning Chariot 

Chapter 15: Clear this chapter with a score of 350,000 or hiqher 

Idol: Roz 

Put over 300,000 hearts into the Fiend's Cauldron. 


Defeat 10,000 enemies. 

Idol: Palutena Blade 

Chapter 12: Destroy 220 enemies and clear the chapter. 

(Intensity 7.5 or hiqher) 

Weapon: Rose Staff 

Chapter 24: Gear this chapter within 11 minutes. 

Weapon Unlocked: Palutena Bow 

Chapter 7: Clear the stage with a score of 450,000 or higher 
(Intensity 9.0) 

Idol: Dynamo Cannon 

Acquire a First Blade with an in-peril-attack-boost modifier 

Power: Burn Attack Lv. 3 

Execute 2,000 dodges. 

Idol: Centurion Orbitars 

Chapter 17: Clear the chapter using claws. (Intensity 9.0) 

Weapon: Beam Claws 

Chapter 24: Clear this chapter with a score of 500,000 or hiqher. 

Hearts: 8000 

Chapter 18: Clear the chapter without takinq any damaqe. 

Power: Spin Attack Lv. 2 

Chapter 6: Beat Dark Pit without jumping onto any platforms. 
(Intensity 7.5 or hiqher) 

Idol: Dark Pit Staff 

Chapter 21: Collect 35,000 or more hearts and clear this chapter 


Play Light vs. Dark 30 times. 

Staqe Unlocked: Larqe Arena 

Use powers 100 times. 

Idol: Nukleen 

Play Toqether mode 200 times. 

Idol: Aurum Cruiser 

i_l 
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